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ADVERTISEMENT.

THE present edition of ¢ Hoyle’s Games”
differs essentially from all its predecessors.
The lover of the lucidus ordo will find a more
logical disposition substituted for the elaborate
confusion of the former editions. The various
Games have been classified under the three
several categories of Games of Pure Chance.
—Mixed Games—and Mental and Bodily
Games ; preceded by a short introduction
explaining the nature and object of the
classes to which they belong.

Under the head of the first will be found
entirely new treatises upon the Doctrine of
Chances, Rouge et Noir, Roulette, the Lot-
tery of France, and an Analysis of the
Chances and Combinations of Dice. The va-
rious chances which these fascinating but



ADVERTISEMENT.

ingerous Games present, have been calcu-
ted according to the rules of mathematical
ralysis, with the view of dispelling an
usion, but too extensively cherished, that
.ere exists certain systems of play by which
i¢ initiated can chain up the wheel of Fortune
pleasure, and win large sums with mathe-
atical certainty.
Under the head of the second a new trea-
se upon the fashionable game of Ecarté has
sen substituted for the jejune and defective
ticle of the former edition. Short Whist
18 been revised, and Long Whist and Piquet
iriched by some new calculations.
Under the head of the third class, the reader
1 first find the fundamental principles of
aess lucidly demonstrated, and its supposed
ialogy with the science of war explained
vay by a succinct account of the war game
present cultivated in the armies of Russia
«d Pussia, and which was invented in order
illustrate, more faithfully than Chess can
), tactical movements as they actually occur
the field. Secondly, a treatise upon Polish



ADVERTISEMENT. vii

Draughts, a game that, for scientific combi-
nation, vies with Chess itself. Thirdly, Dia-
grams, illustrating the mathematical theory of
Billiards. Fourthly, the latest regulations on
the subjects of Horse Racing and Cricket;
and lastly, a succint treatise upon that Old
English sport connected with so many histo-
rical associations—Archery.

Such are the most prominent features of
the New Edition of HoyrLe’s GaMEs, which
the Editor flatters himself will present in its
ensemble a recommendation that will ensure
it, from the indulgence of the public, a favour-
able reception.
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HOYLES GAMES.
PART L
GAMES OF CHANCE.

INTRODUCTION.

NorriNGg, perhaps, throws out in more odious
relief the weakness of human nature, or exhibits
more forcibly its tendency to superstition, than
Games of Chance. How often do we see game-
sters who attribute their ill-luck to the persons
 who may accidentally approach them, or to other
circumstances equally fortuitous! Some make it
a rule always to play with the winuning cards,
from the conviction that a certain good luck is in-
herent in them; others, on the contrary, attach
themselves with obstinate pertinacity to the losing
ones, impressed with the idea, that as they have
lost several times, it is less probable that they will
lose again ; as if the past could have any influence
on the future. To such an extent are these su-
perstitious ideas carried, that many players ac- -
tually refuse to shuffle the cards unless in certain
sitnations, and who think that they will infallibly
lose by the slightest deviation from these absurd

B
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les. In fact, the major part seek for their ad-
.ntage where it is not to be found, or neglect it
together.
This observation will perhaps apply to the con-
ict of man in every action of his life in which
iance has any share. He is governed by similar
ejudices and errors, founded upon the erroneous,
ough almost universal belief, that the distribution
‘good and evil, and in general of all the events of
is world, are due to a fatal power which acts with-
it order or rule; and thus he imagines it wiser
abandon himself to this blind divinity, whom
: calls Fortune, rather than to force her to be-
me favourable to him by following those rules
‘prudence which appear to him imaginary.
It is, therefore, not only of importance to game-
xrs, but to men in general, to know thkat chance
s rules which may be discovered, and that by
glecting to make themselves masters of those
les, they are every hour committing faults, the
sastrous consequences of which may with more
stice be imputed to themselves than to the ca-
ices of that destiny whom unjustly they accuse.
Impressed with this conviction, I am confident
at a short analysis of the doctrine of chances
11 prove interesting even to those who have the
ist taste for abstract study. We all naturally
e to see clearly into what we are about, inde-
ndent of every interested motive ; and a man will
rtainly play with more pleasure when at every
riation of his game he can calculate the chances
© and against him; for this knowledge will not
ly render him more tranquil as to the result,
t will also teach him how ridiculous are the
mplaints in which gamesters indulge on the
it trivigl occasions.
the exact knowledge of the chances of play
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is not sufficient to enable a player to win, it will
at least, in critical cases, serve him as an infal-
lible rule of conduct, and will enable him to cal-
culate the chances of those ruinous games which
are every day becoming more generally intro-
duced into this country. Moreover, it will teach
him to despise the ignorant presumption of those
quacks who affect to be able to turn the wheel
of fortune at pleasure, and the besotted credu-
lity of those who think that for a few pence they
can purchase a system by which they may win
thousands. Conduet is fate, and a prudent man
will leave as little to chance as possible. We
cannot, it is true, draw aside.the veil which hangs
over faturity ; but in games of chance, and like-
wise in many other events oflife, we can calculate
with mathematical precision the probability of a
particular event.

Some of the greatest mathematicians have de-
voted much time and attention to this subject;
and the result of their scientific labours ought to
terrify the most reckless gamester, by laying open
to him the infinite and almost certain dangers to
which he exposes his fortune and his happiness,
when he engages himself in that labyrinth of
chances which sooner or later must overwhelm
him. I have, therefore, in the present edition,
given a succint analysis of the doctrine of chances,
convinced that so far from having a tendency to
promote play, it will be found the surest antidote
against tge glittering temptations of that demon
which, above all others, is the most fatal to human

happiness.
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FHE DOCTRINE OF CHANCES.

THE object of the calculation of probabilities
to discover facts, the reality of which is un-
10wn to us,

The probability of an event may be said to be
ore or less, according to the number of chances
7 which it may happen, compared with the whole
amber of chances by which it may either happen
+ fail.

If we, therefore, constitute a fraction, whereof
ie numerator be the number of chances whereby
1 event may happen, and the denominator the
amber of all the chances whereby it may happen
- fail, that fraction will be the proper designation
" the probability of the event. Thus, if an event
1s 3 chances to happen and 2 to fail, the fraction
will fitly represent the probability of its happen-
ig, and may be said to be the measure of it.

The same may be said of the probability of fail-
g, which will likewise be measured by a frac-
on, whose numerator is the number of chances
y which it may fail, and the denominator the
hole number of chances for and against, as %.
Thus the number of the two fractions represent-
g the probability of the advent or mot of an
rent is equal to unity. When one, therefore, is
ven, the other may be found by subtraction.
The expectation, that is, the sum which the
xrson who has a chance for the advent of an
ent is entitled to, if he resign his chance to an-
¢z, is always the product of the fraction repre-
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senting the probability multiplied into the sum

ex . '

Thus, if I have 3 chances in 5 to obtain 100L.,
I say that my expectation is equal to the product
of 100l. by the fraction ¢, and therefore that it is
worth 60l. Thus, if the value of an expectation
be given, as also the value of the thing expected,
then dividing the first by the second, the quotient
will express the probability of obtaining the sum
expected. Again, the risk of losing any sum is the
reverse of expectation, and the true measure of it
isthe product of the sum adventured, multiplied
by the loss. What is called advantage or disad-
vantage in play, results from the combination of
the several expectations of the gamesters, and of
their several risks.

Thus, supposing A and B play together, and
that A has deposited 5. and B 3., and that the
number of chances which A has to win is 4, and
the number of chances B has to win 2, and that it
were required to determine the advantage or dis-
advantage of the players, we may reason thus :—
the whole sum staked being 8I., and that A’s
chance is 3, it follows that A’s expectation is
8 X $ =5}, and for the same reason B’s expecta-
tion is 8 X ¢ == 2¢.

Again, if from the respective expectations which
the players have upon the whole sum deposited be
subtracted from the amount of their stakes, the
remainder will be the advantage or disadvantage
of either, according as the difference is positive or
Degative.

When the obtaining of any sum requires the
advent of several events, independent of each other,
the value of the expectation is found by multp\y-

amf together the several probabilities of happening,
74 again multiplying the product by the value ot

B2
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. Again, when the expectation
1appening of one event and the
:t, then its value will be the pro-
»ability of the first happening, by
of the second feiling, and that
we of the sum expected. This rule
the advent or not of as many events
Zned.
onsiderations apply to events which
at; and in order to avoid any ob-
use of the terms, dependent and in-
e beg leave to define them.
s are independent when they have no
pe with another, and that the hap-
¢ has no influence upon the advent of
T'wo events are dependent when they
cted that the probability of either hap-
ered by the advent of the other.
'nce it may be inferred, that the pro-
1¢ happening of two events dependent,
ct of the probability of the advent or
1 by the probability which the othe:
arriving. This rule will extend to th
" as many events as may be assigned.
case of events dependent, to determir
‘ty of the advent of some of them, ar
time the probability of the failing
, is a disquisition of greater difficul’
be more conveniently transferred
re.
ProBrEM 1.

vrobability of throwing an ace in
throws.

bility of throwing an ace the first

re # is the first part of the probos

the ace be missed the first tw

own the secand: but the prc
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of missing it the first time is §, and the probability
of throwing it the second time is 4, wherefore the
probability of missing it the first time and throw-
ing it the second is § X } = +;; this is the second
part of the probability required ; therefore the pro-
bability required in all is 4 + £ = 4.
ProBLEM 2.
To find the probability of throwing an ace in three
throws.

The probability of throwing an ace the first time
is §. If missed the first time, the ace may still be
thrown in the two remaining throws ; but the pro-
bability of missing the first time is §, and the pro-
bability of throwing it in the two remaining throws
is, by Prob. 1, = 34, therefore the probability of
missing it the first time and throwing itin the two
remaining times is § X 4} = +/, which is the
second part of the probability required ; wherefore
the probability will be 4 + oy = .

By the above method it is obvious that the pro-
bability of throwing an ace in four throws is 7.

It is remarkable that he who undertakes to
throw an ace in four throws, has just the same ad-
vantage as he who undertakes with two dice that

8ix or seven shall come up in two throws, the odds
in either case being 671 to 625; by which may
be shown how to determine easily the gain of one
party.from the superiority of chances he has over
his adversary, from the supposition that each stake
is equal and denominated by unity. Let the odds
be expressed by the ratio of a to , then the re-

spective probabilities of winning being a—-%b and
L
a+b

second, is

the right of the first upon the stake of the

a__l_'ié X 1, and likewise the right of
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the second on the stake of the first is a_'_ib-x 1;

therefore the gain of the first is :—:gx 1,0r barely

:—:—_: and consequently the gain of him who un-

dertakes that 6 or 7 shall come up in two throws,
or who undertakes to fling an ace in four throws,
. 671—625__ 46 . . )
8 G625 1296 ° nearly 5 part of his adver
sary’s stake.

ProBLEM 3.

To find the probability of throwing two aces in two
throws, it is simple that the probability required
is 3} X 3=

ProBLENM 4.

To find the probability of throwing two aces in three

throws.

If an ace be thrown the first time, then it will
only require to be thrown once in two throws;
but the probability of throwing it the first time is 4,
and the probability of throwing it once in two
throws is, we have seen, i}; the probability,
therefore, of throwing it the first time, and then
throwing it once in two throws, is } X ==
to the first part of the probability required.

If the ace be missed the first time, there still
remains the probability of throwing twice to-
gether ; but the probability of missing it the first
time, is 4, and the probability of throwing it
twice together is 4% ; therefore, the probability of
both events =§Xx=545. This is the second
part of the probability required, wherefore the

whole probability is = 1 +5=211%
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[n like manner, the probablity of throwing two
aces in four throws, is =yi%-; and by the same
way of reasoning, we may gradually find the pro-
bability of throwing an ace as many times as shall
be demanded in a given number of times.

To find any chances there are upon any number of
dice, each of the same number of faces—to throw
any given number of points.

SoLuTION.

Let P+1 be the number of points given to the
number of dice; f the number of faces in each
gtie, make p—f=q, g—f=r, r—f=s, s—f—f=t,

c.
Thus, for example, let it be required to find how
many chances there are of throwing 16 points
with four dice, then making P+1=16 we have
P=15, from which the number of chances required
will be found.

48X P X W— =4455
— 3 X §XEXt— =-—336
+3+X§XEXEX3 =+ 6
But 455—336+6=125, and then 125 is the num-
ber of chances required.

COROLLARY.

All the points equally distant from the extremes,
that is, from the least and greatest number of
points that are upon the dice, have the same num-
ber of chances by which they may be produced ;
wherefore, if the number of points given be nearer
to the greater extreme than to the less, let the
number of points given be subtracted from the
sum of the extremes, and work with the remainder,
and the operation will be shortened.

Thus, if it be required to find the number of
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chances of throwing 16 points with four dice. Let
16 be subtracted from 28, the sum of the two ex-
tremes, 4 and 24, and the remainder will be 12;
from which it may be concluded that the number
of chances for throwing 16 points is the same as
throwing 12 points.

PRrOBLEM 5.

To find the probability of throwing one ace, and no
more, in four throws.

This case is different from the problem of the
probability of throwing an ace in four throws. In
the present case there is a restraint laid on the
event, for whereas in the former case he who un-
dertakes to throw an ace desists from throwing
when once the ace has come up; in this he obliges
himself, after it has come up, to a farther trial,
which is wholly against him, excepting the last
throw of the four, after which there is no trial, and,
therefore, from the unlimited probability of the
ace being thrown once in four throws, we must
subtract the probability of its being thrown twice
in that number of throws. Now the first proba-
bility, it has been shewn, is 1%%}, and the second,
's» from which it is evident that the probability
required is +5%%, and the probability contrary,
%55 therefore the odds of throwing one ace, and
no more, in four throws, are 796 to 500, or 8 to 5;
and the same method may be followed in higher
tases.

ProBLEM 6.

If A and B play together, and A wants but one
game of being up, and B two, what are their re-
spective probabilities of winning ?

1t must be recollected that the set will neces-

Iy be ended in two oames at most: for ¥ A
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wins the first game, there is no need of any farther
trial; but if B wins it, then both parties will want
bat one game of being up. Whence, it is certain,
that A wants to win but one game in two, and
that B must win twice running. Now, supposing
that A and B have an equal chance of winning a
game, then the probability which B has of winning
the first game will be 4, and, consequently, of
winning twice together will be 4 X $=1, and, there-
fore, the probability of A’s winning one in two
games, will be 1—4=%, or 3 to 1, which are the
0dds in favour of A.

ProBLEM 7.

Aand B play together. A wants one game of being
up, and B two, but the chances in favour of B are
double those of A. Reguired the respective probu-
bilities of each.

In this, as in the preceding problem, it is obvious
that B ought to win twice running. Now, since-
B has two chances to win a game and A one chance
for the same, B’s probability of winning a game is
1, wherefore, his probability of winning twice in
succession, i8 §X§=¢; and, consequently, A’s
probability of winning the set is 1—3=4, or 5
to4.

Although, by the above formula, we may deter-
mine the odds when two players want a certain
number of games of being up, and that they have
any given proportion of chances for winning a
game, we annex the following table, showing those
odds when the number of games wanting does
not exceed six, and that the skill of the players is

equal,
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Games Odds of |Games Oddsof | Games 0dds of
vanting. winning.\wanting, winning.|wanting. winning. -~
1.2 . 3toll2.3 .. 11to 5{3.5 .. 99to 29,
. w 7tol{2.4 .. 26to 6/3.6 .. 219to 3
. 15t01{2.5 .. 57 to 7/4.5 .. 163 to 97
31to1|2.6 ..120 to 8/4.6 .. 382 to 130
« 63t013. 4 .. 42 t022[5. 6 .. 638 to 386

From the foregoing problems it appears that,
when A wants but one game of a set, and B two,
the odds in favour of the former are 3 to 1. The
accuracy of this calculation, however, has been
questioned by the celebrated d’Alembert, who il-
lustrates his position by the game of Croix ou
Pile (Heads or Tail), which is too well known to
need a definition.

CROIX OU PILE.
Required what are the odds of throwing heads or
croiz in two successive throws.

The most common answer given by authors
who have treated this question is, that there are
four combinations.

——p— -
SO W
.
.

FIRST COUP. SECOND COUP,
Croix. Croix.
Pile. Croix.
Croix. Pile.
Pile. Pile.

In these four combinations there is only one by
which the thrower loses; the odds are then 3
to 1 in his favour. If he betted in three coups,
he would find eight combinations, seven in his
favour, and one against him ; the odds would be,
therefore, 7 to 1; but, says d’Alembert, is this
srrect# For to consider only the two coups,
ust we not reduce to one the two combinations,
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. which give croix the first coup; for head once
. thrown, the game is over; thus, then, there are
really only three combinations possible, viz.

Croix......eeeeeeee.  first coup.
Pile and Croix......ce.cce... 1 and 2 coup.
Pile et Pile.....cccceeeeeee. 1 and 2 coup.

The odds are, therefore, only 2 to 1. Again, in

three coups we shall find,
Croix.
Pile. Croix.
Pile. Pile. Croix.
Pile. Pile. Pile.

The odds are, therefore, in this case, only 3 to 1.

We invite the attention of our readers to this
problem, which, in the opinion of the celebrated
mathematician alluded to, would go far to reform
many of the methods pursued in the analysis of
games of chance.

Ty find in how many trials an eveat will probably
happen.

ExaMPLE 1.—Required in how many throws one
may undertake, with an equality of chance, to throw
tws aces with two dice.

Now the number of chances upon two dice being
36, out of which there is but one chance for two
aces, it follows that the number of chances against
it is 35 ; multiply therefore 35 by the log. 0'7, and
the product, 24°5, will show that the number of
throws requisite to that effect will be between 24
and 25.

ExaMpLE 2.— In a lottery whereof the number
of blanks is to the number of prizes as 39 to 1, to find
c
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how many tickets a person ought to take to make it an
chance for one or more prizes.

Multiply 39 by 0.7, and the product will show
you that the number of tickets requisite to that
effect will be 27 or 28 at most. Likewise, ina
lottery whereof the number of blanks is to the
number of prizes as 5 to 1, multiply 5 by 0°7, and
the product 3-5 will show that there is more than
an equality of chance in four tickets for one or
more prizes, but less than an equality in three.

REMARKS.

In a lottery whereof the blanks are to the prizes
as 39 to 1, if the number of tickets in all were but
40, the proportion above mentioned would be al-
tered, for 20 tickets would be a sufficient number
for the just expectation of a single prize.

Again, if the number of tickets in all were 80,
still preserving the proportion of 39 blanks to 1
prize, and, consequently, supposing 78 blanks to
2 prizes, this proportion would still be altered ;
wherefore, if the proportion of the blanks to the
prizes is often repeated, as it usually is in lotteries,
the number of tickets requisite for a prize will be
always found by taking % of the proportion of the
blanks to the prizes.

By the following table, therefore, the number of
trials necessary to make it probable that an event
will happen three, four, five, &c. times, will be
easily found :—

For a single event, multiply the number of
chances against its advent by...... 07
For a double event...ce..ueveererecececcceeess 1°678
For a triple event .....c.caeevvcerecenceecenenes 2°675
For a quadruple event........ccceeeeveunneeees 3°672
For a quintuple event ......c.cccceeeenenenns. 4°670
For a sextuple eVent..c...ceeuveecersnccnneees 5°668
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From what has been said it will be obvious that
although we may with an equality of chance con-
tend about the happening of an event once in a
certain number of trials, yet we cannot contend
for its happening twice in a double number of
trials, or three times in triple that number; and
soon. Thus, although the chances are equal of
throwing two aces with two dice in 25 throws,
yet we cannot undertake that the two aces shall
come up twice in 50 throws, the number requisite
being 58 or 59 times ; and much less, that it will
come up three times in 75 throws, the number re-
quisite being 93 and 94 ; so that we cannot under-
take that in a very great number of trials the hap-
pening shall be oftener than in the proportion of
1to 36. And therefore we may lay it down as a
maxim, that events at long run will not happen
oftener than in the proportion of the chances they
have to happen in one trial, and if we assign any
other proportion, the odds against us will increase
continually.

Analysis of the Chances, or the Points produced by
two or more Dice.

With two dice it is evident that we may pro-
duce thirty-six different combinatiouns, for each of
the six faces of one may be successively combined
six times with each of the six faces of the other.
Therefore, with a number of dice = n, the num-
ber of different combinations they will produce
will be 6”.

The odds of throwing doublets, therefore, with
two dice, are 35to 1.
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But we shall find—
that 3 may be thrown 2 different ways.

4 ceceesccsccecece

eecesecrsscocece

U-N¢ R - 0

10 cocerecennaanee

| S

0 Wk OO

12 cierceeccecennns

which is evident by the following table, which
expresses the thirty-six combinations:

TaBLE.

RS E YN

Qo
L

-0 Wy

OO, o:
—

1
910 11 12

Let us suppose that in the first vertical column
of this table one of the dice is thrown successively
upon every one of its faces, the other constantly
coming up 1; in the second, that one of them
comes constantly 2, and the other each of its six
faces in succession, and so on, the same numbers
will be found upon the same diagonal line; thus
we shall find 7 is the number most often thrown
with two dice, and 2 and 12 in the opposite ratio.
Again, if we take the trouble of forming a table for
three dice, we shall have six tables of thirty-six
numbers each, the first of which will have 3 on
the left side at top, and 13 at the bottom of the
right side; the last will have 8 on the left side,
and 18 at the bottom of the right column; thus

O W
WY NHO b W
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we shall find the number of times 8 may come up
is=to 64+5+4+3+2+1=21; thus there are
15 times for 7, 10 times for 6, 6 times for 5, 3
times for 4, 1 for 3, 25 times for 9, 27 times for
10, 27 times for 11, 25 for 12, 9 for 13, 15
times for 14, 10 times for 15, 6 times for 16, 3
times for 17, 1 only for 18. Thus 10 and 11 are
with three dice the most advantageous to bet in fa-
vour of, the odds in favour of their being thrown
being 27 to 216, or 8 to 1.

By this method we may determine the numbers
most likely to be thrown with any number of dice.

It will be obvious from the above, how essential
itis to know the number of combinations of which
any number of dice are susceptible, in order to
avoid accepting disadvantageous bets, which is
but two often the fate of those who do not reflect
that all chances are in some degree submitted to
mathematical analysis.

Two dice, as we have just observed, being taken
together, form #wenly-one numbers, and consi-
dered separately, will give thirty-six different com-
binations. Of the 21 coups which may be thrown
with two dice, the first g are doublets, and can
only be thrown once, as the 2 sixes, &c. &c. The
15 other coups, on the contrary, have each two
combinations, the aggregate number of the whole
being 36. The odds, therefore, of the caster
throwing a given doublet are 1 to 35; and again,
of his throwing an indeferminate one, 1 to 5; and
1to 17 that he throws 6 and 4, seeing that this
point gives him two chances against 34.

But it is not the same with the number of points
of two dice joined together ; the combination of
their chances is in ratio to the multitude of the
different faces which can produce these numbers,
and is as follows : :

c2
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NuMBERS.

land1

2and1.-1and 2

2and2..3and 1--1and 3

4and1..1and 4..2and 3--3and 2

3and 3..5and 1..1 and 5.-4and 2..2and 4
6and1..1and 6--5and 2--2and 5--4and 3.-3and 4
4and 4..6and 2..2and 6.-5and 3..3and §
6and 3.-3and 6--5and 4.-4and 5

5and 5.-6and 4--4 and 6

6and 5..5and 6

6and 6

may be thrown by

2
3
4
5
6
7
8
8
10
n
12

1f, therefore, we bet to throw 11 the first time
with two dice, the odds are 2 to 34, and if 7, €
to 30, there being six ways by which 7 may be
thrown, and thirty against it. We must, however,
observe that in the eleven different numbers which
may be thrown with two dice, 7, which is the
mean proportional between 2 and 12, has more
chances than the others, which on their side have
more or less chances in their favour as they ap-
proach the two extremes.

This difference of the multitude of chances pro-
duced by the mean numbers compared to the ex-
treme, increases considerably in ratio to the num.
ber of dice. It is such, that if we make use of
seven dice, which produce points from 7 up to 42
we shall find that we shall almost invariably throw
the mean numbers 24 and 25, or those which ap-
proach the nearest to them, viz. 22, 23, 26, 27
and if, instead of seven dice, we make use o
twenty-five, which will produce numbers from 2:
to 150; we might with safety bet an equal wage
to throw 86 and 87.

The above remaik is important, as it must ter
%o expose at a glance the gross impositionof ths
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lotterles composed of seven dice, which notwith-
standing the vigilance of the police, are still to be
found at country fairs and on race courses. These
lotteries, for the mean numbers only, hold out an
advantage inferior to the sum staked, while, on
the other hand, they present the glittering tempta-
tation to the uninitated of a large prize for the
extreme numbers, which almost never come up,
for to shew the ruinous nature of these schemes,
it will be only necessary to state that the odds of
throwing a raffle with seven dice are 40,000 to 1,
while the value of. the prize is not the sixth part
of the risk.

A thorough knowledge of the above rules is in-
dispensable at the games of Hazard and Backgam-
mon, and will enable the player to calculate with
rapidity all the various chances they present.

COMBINATIONS OF DICE.

ATaBLE showing the Number of Throws upon any
Number of Dice, from 1to 9 inclusive.

For two dice
Determi Ind m
To have throws, throws.
2 8impleS.cecececesesencsececesess 2 there are 30
1 doublet.e.eescereoscesoencecencs 1 crnanecene 6
For three dice.

3 simples.c.ecerececcrcennrecencee 6 cereeeeess 120
1 doublet and 1 simple......... 3 .......
Ttriplet ....eceeoecenenens soree 1 areneann )




20 COMBINATIONS OF DICE.

For four dice.

Indet,

To have throws, throws
4 simples weererereencaranens 24 thereare 36
1 doublet and 2 simples.... 12 ceeevereee 72

2 doublets ...ccveevecennneee 6 ceveennnne 9
1 triplet and 1 simple...... 4 ienieens 12
1 quadruple ...ceecevannnnnee 1 ceeveneee

For five dice.

5 simples.euiceesecececrencase 120 coiueieee 72
1 doublet and 3 simples.... 60 «ceveeeee 360
2 doublets and 1 simple.... 30 «wveenee.. 180

1 triplet and 2 simples .... 20 ... 120

1 triplet and 1 doublet..... 10. S0

1 quadruple and 1 simple 5 eerecesese 1B

1 quintuple cceeeerecerenscene 1 ceeecenens (
For siz dice. .

6 simples .vieecieerencecens 720 vovereneee 72
1 doublet and 4 simples .. 360 .......
2 doublets and 2 simples.. 180..........
3 doublets ..ccceesecennnee 90 .ceeueeeee 1800
1 triplet and 3 simples .... 120 .ccceveees 7201
1 triplet, 1 doublet, and} 60 vorneeene 7201

2 20 cceccecees 301

1 quadrupleand 2 sxmples.. 30 .cveeeeee. 180

1 .1doublet.. 15 ceeveeeeee 45

1 1 simple .. 10 cecoveeeee 18

1 eececencesene ) P [
For seven dice.

1 doublet and 5 simples ., 2520 ..c.ecue.s 15120

2 doublets and 3 simples.. 1260 .......... 75601

3 doublets and 1 simple .. 630 .......,.. 3780

2 triplet and 4 simples o... 840 ...cu... 25200
1 triplet, 1 doublet, and

251111}’](.’8.”."....:. sveees } 420 oo T
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Determinate Indeterm.
To have throws. throws.
1triplet and 2 doublets.... 210 there are 12600
2triplets and 1 simple .... 140 ....eree.. 8400
: quadruple and 3 simples.. 210 .......... 12600
quadruple, 1 doublet, and
1simple .oeecerenercacnece } 105 ceecereee 12600
1 quadruple and 1 triplet.. 35 iveceeene 1050
1 quintuple and 2 simples.. 42 weveeee.. 2520
1 quintuple and 1 doublet.. 21 ceeecenese 630

1 sextuple and 1 simple.... 7 cevecenees 210
Lseptuple..ceesencececenens 1 cecerecnne 6
For eight dice.

2doublets and 4 simples., 10080 ..........151200
3doublets and 2 simples.. 5040 ..........302400
4 doublets...ceesecernrecenese 2520 cieeeeres. 37800
1triplet and 5 simples .... 6720 .......... 40320
ltriplet, 1 doublet, and

3simples ...ceeeeeerecnne } 3360 ..........403200
ltriplet, 2 doublets, and

1 simple ceeevereceoesenens } 1680 ...........302400
2 triplets and 2 simples.... 1120 ..........100800
2 triplets and 1 doublet.... 560 .......... 33600
} quadruple and 4 simples.. 1680 ......... 50400

quadruple, 1 doublet,and 2

2 simples..eececenceccecene 840 ..........151200
1 quadruple and 2 doublets 420 .......... 25200
1 quadruple, 1 triplet, and

1simple.iceececececnnenes 280 «.euveenen 33600
2 quadruples ....ceeecennene 70 eeeeeveees 1050
1 quintuple and 3 simples.. 336 .......... 20160
1 quintuple, 1 doublet, and 168 20160

1 simple eececerrrenecenens
1 quintuple and 1 triplet.. 56 weeeeeee.. 1680
1 sextuple and 2 simples.... 56 veceeeceee 3360
1 sextuple and 1 doublet.... 28 .ceereeee. 840
1 septuple and 1 simple.... 8 ceeveeeens 240
1 octuple...o.evecersecssosone ) SR 8
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For nine dice.  Determi Ind
To have throws. throws.

3 doublets and 3 simples 45360 there are 907200
4 dou})lets and 1 simple.. . 22680 ..........680400
1 triplet, 1 doublet, and 4
SimPles..eccrcerecaceens }30240 seneees-- 907200
1 triplet, 2 doublets, and
g ’ 15120 .........272160
2 simples..cceensee ......}
1 triplet and 3 doublets.. 7560 ..........454600
2 triplets and 3 simples... 10080 ..........604800
2 triplets, 1 doublet, and
s tl_silu:;ple..................} ig:: “"""“9::223
riplets ..ccceereenicnnene evevsssee
1 quadrupleand 5 simples 15120 .......... 90720

1 quadruple, 1 doublet,}
and 3 simples.......... 7560 ..........907200

1 quadruple, 2 doublets,
and 1 simple...cerenceee } 3780 ..........680400

1 quadruple, 1triplet, a.nd}
2 simples...ceesivaences 2620 .......... 453600

1 quadruple, 1 triplet and
L Goblet e} 1260 151200
2 quadruples and 1simple 630 .......... 37800
1 quintuple and 4 simples 3024 ..........907200
1 quintuple, 1doublet,and
D SBlos v | 1513 o 272160
1 quintupleand 2doublets 756 woeeeeee.. 45360
1 quintuple, 1 triplet, and 504 60480
1 simple...cs ceeerencnns Teesenese
1 quintuple and 1 quad. 126 .......... 3780
1 sextup{e andas;;nples‘.. 504 ...cece... 30240
1 sextuple, 1 doublet, and
1 simplec.ccireneecenens 3532 o.vvceense 30240
1 sextuple and 1 triplet ... 84 ..ccceene. 2520
1 sextuple and 2 simples 72 eeeeennes. 4320
2 sextuple and 1 doublet 30 ceeneiess 10RO
1 octuple and 1 simple... [+ JPRRTRRRRR X {\
7 noncaple ... ...uueeeiriae . ) seeneennes %
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Tasiz showing the Number of different Ways in
whick a certain Number or determinate Point may
be thrown with any Number of Dice, from 1 to 9

With two dice.
There are 1 throws which give 2 or 12
b SR X 3 9 |
3 4o0r10
4 S5or 9
5 6or 8
With three dice.
There are 1 throws which give 3 or 18
3 4 o0r17
6 5 or 16
10 6or15

15  icececennccecececsese 7 OF 14
2] ceieeccctenccccsecesss 8 0r13
25 9orl2
27 10 or 11

With four dice.

There are 1 throws which give 4 or 24
4 ciececcercicsecceses. B oOr23
) (0 P 3

20 .... 7 or 21
35  cevececececans . 8 or 20
56 eecesrcereces 9or19

80 ceeeccveccssssecsesees 10 0r 18
104 .cceceieierrinrnnnenese 1lor17
125 coceicnnnnneen 12 or 16
140  .ceecececcecersenec.se 13 0r 15
146 coieiecencsncecraniene 14
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Witk five dice.
There are 1 give 5 or 30
5 . 6 or 29
15 7 or 28
35 8 or 27
70 9 or 26
126 10 or 25

205  cieeiercececencceesese 11 Or 24
305 . cececeiecncccnaccese 12 0r 23
360 .cceveiectnienceneen.. 13 Or 22

480 14 or 21

561 15 or 20

795 16 or 19

030  sececeices sssececse,s 17 Or 18
With siz dice.

There are 1 throws which give 6 or 36
6 cveeereriireiesenee 70T 35

21 8 or 34
56 9 or 33
126 10 or 32
252 11 or 31
456 12 or 30
756 13 or 29
1161 14 or 28
1666 15 or 27
2247 16 or 26
2856 17 or 25
3431 18 or 24
3906 19 or 23

4222 ..ieieececensesecsnese 20 Or 22
4332  cceevececisncececnnnne 21

With seven dice.
There are 1 throws which give 7 or 42
[ PRPPPPE - J ¢} O 3 |
28 ..... cecene 9 or 40
84 .iiieiiiieee weweees. 100139
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There are 210
462
917

1667
2807
417
6538
9142
12117
15267
18327
20993
22967
24017

There are 1
8

36
120
330
792
1708
3368
6147
10480
16808

25488

36688
50288
65808
82384
98813
113688
125588
133288
135954

throws which give

eesccscsocssacecsosnce

seceseccc s cecec sennce

eecoevescescocacsecace

ecessecsscescrsecasoce

ececececosesence seceve

®0cese sesccensrceire e

With eight dice.
throws which give

see cecoseccrcosrconnae

s0840 sececvecosscccn e
s sesese cetescne 0t se e
eescecsceccses ve s e se

eeseeceveencesce v e e

eesecco evtes o ce s e

e eeccrcecececsncocsse
®eecssscscecscrcsocace

®secevececrseceress e

D

11 or 38
12 or 37
13 or 36
14 or 35
15 or 34
16 or 33
17 or 32
18 or 31
19 or 30
20 or 29
21 or 28
22 or 27
23 or 26
24 or 25

8 or 48

9 or 47
10 or 46
11 or 45
12 or 44
13 or 43
14 or 42
15 or 41
16 or 40
17 or 39
18 or 38
19 or 37
20 or 36
21 or 35
22 or 34
23 or 33
24 or 32
25 or 31
26 or 30
27 or 29

28
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There are 1 throws which give

45
165
495

1287
2994
6354
12465
22825
39303

63999 -

98970
145899
205560
277469
359469
447669
536569
619369
689715
740619
767394

With nine dice.

eevasecscacocscscsce
acsesssecccecesecece
esevcecsssaseeesese
evcecercveserons sooe
veessccecesssesecace

ecsssesscecscevece se

esscen e

eesececscscscccacene
esceseressso s sesree
s sscesers vesecacenn
ecsscecvessscncesce
eesssesevecosscecs e

seevcscecocccocese se

sscesececscesececove

eecscececessnese o oo

e cesesecscesesrce e
eecessvecececscscrne

eecessccsscscecsre e

COMBINATIONS OF DICE

WLNMNNMNDNDNNDNDN N b b b ol bt bk bl bt o

By the following simple method we
cover the number of throws upon any 1
only once which 1

in mc

Suppose P=6, and the number of |
one dice will be = P ; for twb dice, =P

P41

for three dice, =P X —5 X —

dice, =PxP+1

Pi2 P+3
X=gXx

P-tg

; for
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-PXP'H P+2 P43, P+4 &c. or 6, 21,

_—x—

56, 126, a.nd 252, a.nd 80 on, for any number of
ice.

RAFFLE.

Ouos on  RaPFLE with Nine Dice, or the highest
in Three Throws with Three Dice.

Itis 10077695 to 1-you donot throw 54.

1007768 «e 1 eereeveerceceseoee 53 OF more
183229 .. 1 .ieicereercececenes 52 —
45809 .. 1 ciiieecerrcecccnges 51—
14093 .. 1 —_—

5032 .. 1 _—
2016 oo 1 cocieecceccocecnns 48 —
886 o 1 ceceeccevecercennee 47  —
422 i 1 seceeevccecercones 46—
215 i. 1 ceecevncccenennses 45—
116 o. 1 weeerececicececense 44—
66 .. 1 covivecvenvececsens 43 —
39

mmm} AT S
24%ec 1 ciceerceiccecenenes 41 —
PR D TR { | E—
104 1 eeeeevoceccceceese 30 —
Thee 1 eeseeeriraceeeneees 38 —
Verynear 5 .. 1 —_—
3. 1 —_
248, 1 _

OF 28 .. 11 [ *oeveesrensnsanns 35
ll o0 6 ceeiececernccenenes 34 —

7 ceescececeseenaeces 38
Itis exactly equal that you throw.... 33 or more.
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RAFFLE.

The following 48 a guide to any person inclined to

Itis 1 out of

1

1
1
1
1
1
1
1
1
1
1

sell or buy a chance.
3 you do not throw
corese 4 eecrcecicessiecacene
cevees B cevesene
ceries 8 eeeeme
weeeee 11 o0l

covree 47 eececnvenonns

[STTITRE ) R

Y ¥ 1 SR

e0eeee203 .

JRRN & J O
Ezplanations of the foregoing Table.
Suppose a prize put up worth 20l., that one
person throws 46, and there are eight more to
throw ; in the table you will find that one out of
eleven has a right to throw 40; therefore his
chance is worth one half of the prize and ¢ of
the other half, equal to 122, 14s. 63d. 4 f.

Cases of Curiosity.

36 or more.

w»
[
Frrrrrrrrn

Itis 1585 to 1 youdo not throw 47 neither more

15*" 1 LRI TR RN L RIELELE 1] 35

807 ..
440 ..
255 ..
156 ..
100 ..
68 ..
48 ..
35 ..

H
bk ot o bk ot ok bk ok ok

.
N
L)

173.. 1

ceeennane ceesececess 46
sessctstecscaccncces 45

cesteettrneccecccece 44

PSP ']
cesevesececosececess 41
crescnseccsecscecaes 40
cesecesesesacosecnse 39
secestcssecescneanes 38

PR 1 §

cecesesnenes 36

ey

B
=]
-
[
g

T
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THE GAME OF HAZARD.

Any number of persons may play. The person
who takes the box and dice throws a main, that
is to say, a chance for the company, which must
be above four, and not exceed nine, otherwise it
is no main, consequently he must keep throwing
till he brings five, six, seven, eight, or nine; this
done, he must throw his own chance, which may
be any above three, and not exceeding ten, if he
throw two aces or trois-ace (commonly called
crabs) he loses his stakes, let the company’s chance,
called the main, be what it will. liy the main
thould be seven, and seven or eleven be thrown
immediately after, it is what is called a nick, and
the caster (the present player) wins out his stakes ;
also if eight be the main, and eight or twelve
thrown immediately after, it is also called a nick,
and the caster wins his stakes. The caster
throwing any other number for the main, such as
is admitted, and bringing the same number di-
rectly afterwards, that is likewise termed a nick,
M:ld he then also wins whatever stakes he has
made.

Every three successive mains the caster wins,
he is to pay half-a-guinea to the box or furnisher
of the dice.

The meaning of a stake or bet at this game

differs somewhat from the other. If a person

thoose to lay a sum of money with the thrower

or caster, he must put his cash upon the table,

within a circle which is described for that pur-

pose ; when he has done this, if the caster agree
D 2
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to it, he knocks the box upon the table at the
person’s money with whom he intends to bet, or
particularly mentions at whose money he throws,
which is sufficient, and he is obliged to answer
whatever sum is down, unless the staker calls to
cover ; in that case the caster is obliged to stake
also, otherwise the bets would be void. It is
optional in the person who bets with the thrower,
to bar any throw which the caster may be going
to cast, provided neither of the dice be seen;
if one die should be discovered, the caster maust
throw the other to it, unless the throw is barred
in proper time.

The common odds, which are absolutely neces-
sary to be understood before any person attempts
to play or bet at this game, are as follow :—If
seven be thrown for the main, and four the chance,
it is 2 to 1 against the person who throws ; if six
to four be thrown, 5 to 3 ; if five to four, 4 to 3;
seven to nine, 3 to 2; seven to six, 3 to 2, barring
the two trois: with the two trois, only 6 to
5: seven to five, 3 to 2; six to five an even bet,
barring the doublets or the two trois: with the
trois, 5 to 4 ; eight to five, an even bet, barring
the two fours: 5 to 4 with the two fours:
nine to five, even; nine to four is 4 to 3; the
nick of seven is 7 to 2, but often laid but 10 to 3,
and 5 to 1 you do not nick six or eight.

To illustrate these calculations stlll more clearly,
the following table will be serviceable :—
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TaBLE oF THE Obpbs.

780408 2 t0 lesereerrorcencrnsecercnces )
6t04 i85 t0 3irieerrcacenacsacracennes
5t04is 4 to 3.... .
Tt09i8 3 10 2ecseacerarecenecarersonnans
Tt0 6 % 3 to 2, barring the two trois,
6 to 5, with the two trois,..
Tto5i83 t0 2ueeivevecerennnsnnnne ceonee
6to0 5 { even, barring the two trois,
5 to 4 with the two trois,...
8t0 5 % even, barring the two foars,
5 to 4 with the two fours,..

Y
against the caster.

The nick of seven is 7 to 2, often laid 10 to 3.

The nick of six and eight is 5 to 1.

It is necessary to be perfectly master of these
odds, in order to play the prudent game, and to
make use of them by way of insuring bets in what
18 called hedging, in case the chance happens to
be unlikely ; for by taking the odds, a ready cal-

ulator secures himself, and often stands part of
his bet to a certainty. For example, if seven be
the main, and four the chance, and he should
have 5 depending on the main, by taking 6l. to
3l he must either win 2. or 1J.; and, on the
contrary, if he should not like his chance, by
laying the odds against himself, he must save in
Proportion to the bet he has made.

CALCULATIONS FOR BETTING.

The various ways of throwing all the different
mains and chances are explained in the chapter
‘I’)'! the Analysis of the Combinations of Two

ice.
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5 Main, and 4 Chance 4 to 3 agst the caster.
5 6 ......... 5to4 for the caster.
3 to 2 for the caster.
. 5 to 4 for the caster.
equal betting.
4 to 3 agst the caster.
5 to 3 agst the caster.
5 to 4 agst the caster.
6 to 6 for the caster.
equal betting.
5 to 4 agst the caster.
4 to 3 agst the caster.
2 to 1 agst the caster.
... 3 to 2 agstthe caster.
. 6 to 5 agst the caster.
6 to 5 agst the caster.
3 to 2 agst the caster.
2 to 1 agst the caster.
5 to 3 agst the caster.
5 to 4 agst the caster.
equal betting.
6 to 5 for the caster.
5 to 4 agst the caster.
5 to 3 agst the caster.
4 to 3 agst the caster.
equal betting.
..« 5to 4 for the caster.
7 <« «eveee 3 to 2 for the caster.
8 weeceeee. 5 to 4 for the caster.
seeesenescees 10 ceeeeeeee 4 to 3 agst the caster.

That the caster does not nick :—

5 18u.ceceernceciranenceeese 8101
[
7 ceveorcecosinesernaneniense T 102
8 teeerintiacsecsnseniennees B 10OL

Zieeotitncnctrnnnianareesess 8101
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That the caster does not throw crabs :—

6 main i8.cceeeecceecccrsasececesese 31 105
7 eree ... 8tol
.31to5

0 et cececoresenccecercsnrnncicscees D tO1

G'I'he following Table shews the plan of the
ame :—

Main for the | The Caster winsby | The Setter wins by

Caster, nicking. Caster’s crabbing.

5 5 2,3,0r11 or 12
6 6or12 2,3,0rll

7 7orll 2, 3, or 12

8 8or1l2 2,3,0r1ll

9 9 2,3,or1l or 12

When the castér throws a main, which is 5, 6,
1,8, or 9, per Table, he is then to throw his
chance, which must be either 4, 5,6, 7, 8, 9, or
10; should he neither nick or crab it, he is then
to abide by the chance, and if he throws that
chance before the main, he wins all the money
set; but if he throws the main before the chance,
then he loses all.

Thus if the main be 7, and each person stake
a guinea, the gain of the setter is about 34 per
guinea.

_ If the main be 6 or 8, the gain of the setter
1854 in a guinea. :

. But if the main be 5 or g, the gain of the setter
is about 3% in a guinea.

However, if any person be determined to set
upon the first main that is thrown, his chance,
supposing each stake to be a guinea, is ex-
actly 44,

_Hence the probability of a main to the proba-
bility of no main, is nearly 27 to 28.
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Any one undertaking to throw a six or an !
with two dice, in one throw, ought to lay 5 to

At all games of chance ‘with dice, the chan
are against the caster, whereas at those w
cards they are almost invariably in favour of f
banker. R

ROUGE ET NOIR.

A Rouge et Noir Table.
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Tais game, which is comparatively of modern
origin, i8 sometimes called ¢remte et quarante, but
more generally Rouge et Noir, from the colours
marked on the Zapis or green cloth with which
the table is covered. The march of the game is as
follows : —

The first parcel of cards played is usually for

oir, the second for Rouge, though sometimes
the cards are eut to determine which shall begin.
Any number of persons may play, and risk their
money on the colour they please, placing the
stakes in the outer semicircle; but after the first
card is turned up, no money can be staked for
that coup.

_The dealer and the croupier being seated oppo-
site to each other, the former takes six packs of
card, shuffles and distributes them in various
parcels to the different players to shuffie and mix.
He then finally shuffles them, and removes the end
cards into various parts of the three hundred and
twelve cards, until he meets with a court card, which
he must place upright at the end. This done, he
presents the pack to the punters to cut, who
place the court card where the dealer separates
the pack, and that part of the pack beyond the
court card, he places at the end nearest to him,
leaving the court card at the bottom of the pack.

The dealer then takesa quantity of cards, about
% many as a pack, and looking at the first card to
Wscertain its colour, places it on the table face
downwards, and takes two cards, one red, the
other black, and sets them back to back; these
e turned and placed conspicuously as often as

colour varies in each event. All the terms
Ued at this game are French : thus the punters
baving staked their money, the dealer says,—
“Votre jeu est il fait £ 'Is your game madet
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or, ““ Votre jeu est il pret #” Is your game ready?
He then commences dealing, placing the first card
with its face upwards, saying "* Noir,” and con-
tinues dealing until the cards turned exceed thirty
points, which he announces as #rente ef un, or
whatever it may be.

Another parcel is then dealt for Rouge in a si-
milar manner, and the punters win who had
staked on that colour the points for which were
thirty-one, or the nearest to it, which the dealer
declares by saying, ‘ Rouge gagne,” or °‘ rouge
perde.”” These two parcels constitute what is
called a coup. When the same number is dealt
for each, the dealer says, ‘“ 4pres,” which forms
a refait, or doublet, by which neither party wins.

Hitherto it must be obvious, that the chances
between the banker and the player are equal ; but
when the banker, having turned up thirty-one for
Noir, deals the same number of points (31) for
Rouge, he is intitled to half the amount of every
stake on either colour.*

As the principle of this game requires that the
number of points dealt for Noir or Rouge should,
at least, amount to 31, a little reflection suggests
to us, that the doctrine whereby the numerical
value of the cards is determinable, precludes the

# The banker seldom takes the money, but removes it into
the middle line on which colour the punters please; this is called
1a premiere prison. If they win the next coup, they win the
whole; but in the event of a second doublet of trente et un, it
is removed into the third line, or la seconde prison; the dealer
has now won three-fourths of the money, and the next coup de-
termines whether the player loses all his stake, or whether itis
to be removed again into la premiere prison. The amount of
the stakes is generally limited; but it may be exceeded by ars
agreement to that effect between the punter and the banker, irs
which case he announces his intention thus—¢¢ Je vais 3 1=
banque.”
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points for Noir or Rouge exceeding 40, af most, in

mumber, and that the point of 40 can be made

only where the last card dealt out for the Noir

or Rouge furnishes 10 points.—On the ground of

this suggestion, we are enabled to establish, that
the point 0f40 can happen only where the last

€ard i8.eeeucerrersecenncinecens ouee 10

39 may OCCUTr...oceeriicarecese 9 OF 10

38 eerriee cevesceeceseese €ither 8, 9, 10

37 ceeerecesnnccinnnecenennsee. 7,8, 9,10

e ceesescees 6,7,8,90,10

35 weeecerrnies cenenene. 5,6,7,8,9,10

34 ceceeernccenecses 4,5,6,7,8,9,10

33 ceeereennnnne. 3,4,5,6,7,8,9,10

32 weeeieenenns 2,3,4,5,6,7,8,9,10

but that 31 ........ 1,2,3,4,5,6,7,8,9, 10

Now as effects are produced in ratio to the num-
ber of their causes, we see that of the points in-
vestigated, from 31 to 40 inclusive, some will
happen more frequently than others; and hence,
as the peculiarity of this game attaches the
same numerical value to a king, to a queen, or
a knave, as is incident to a ten usually so known,
by adding three to the number of causes by which
each point is producible as above, we are furnished
with a fundamental rule, that where the point of

31 happens (10+43) or 13 times,
32 will occur (9 +3) or 12
33 cveevececsns (8 +3)o0rll
34 ceiveceoese (7 +3) or 10

. +3) or
+3) or
+3) or
+3) or
+3) or
40 ...ceeeeeeee (1 +3) or

RERERERN

| s ooaNwo

E 85
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Two of these points being necessary to. consti-
tute a coup, which may be tdentical in the nume-
rical amount of Noir and Rouge, we find by mul-
tiplying the proportional times of the occurrences
into themselves, that where the refait of

31 and 31 happens (13?) or 169 times.
32 and 32 will occur (127) or 144
33 and 33 ......ceeeus (117) or 121

34 and 34 (10%?) or 100
B.) 35 and 35 ... (92) or 81
/36 and 36 .........c.. (87) Or 64

37 and 37 ..cceeeeeeee (72) Or 49
38 and 38 ..cececeneee (67) or 36
39 and 39 .....ceeeeee (5% Or 25
40 and 40 ...cceeeeee.. (47) Or 16

—_—

805

And on the same principle of calculation, wededuce
that the square of 85, the sum of the number of
proportional occurrences illustrated in (A), will
give the quantity of times in which all the events,
identical, or differing in their results, will be pro-
duced in virtue of the number of causes previously
shown to belong to each.

Thus, in (85?) or 7225 coups, where the point of
31 and 31 happens (137) or 169 times.
31 and 32 ..cceceeneee (13X12) or 157
31 and 33 . wee (13X11) or 143
31 and 34 ............ (13X10) or 130

(C.) 31 and 35 weeceeneee.. (13X 9) or 117
31 and 36 .....c..... (13X 8) or 104

31 and 37 ...ceveeeeee (13X 7) or 91

31 and 38 ......ecce.. (13X 6) 0r 78

31 and 39 ...e.oee.... (13X B)or 65
31 and 40 ............ Q13X 4)or 52 —

FELTTT
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32 and 31 happens (12X 13) or 150 times.
32 and 32 ....eececene (127) or 144 —
32 and 33 .....ce0ee.. (12X11) or 132
32 and 34 (12X10) or 120
32 and 35 . (12X 9) or 108
32 and 36 (12X 8)or 96
32 and 37 .ccceevneene (12X 7) or 84
32 and 38 ...coeeeeee. (12X 6) or 72
32 and 39 ...ccceeeeee. (12X 5) or 60
32 and 40 ...c..ec.... (12X 4) Or 48
33 and 31 ...oecceeeee (11X 13) or 143
33 and 32 . (11X12) or 132
33 and 33 (11X11) or 121
33 and 34 (11 X10) or 110
33and 35 ....ceeeeeee (11X 9) or 99
33and 36 ...ceeenn.. (11X 8)or 88
33 and 37 ..ceeecosees (11X 7)or 77
33 and 38 .....cceeeue (11X 6) or 66
33 and 39 (11X 5) or 55
33 and 40 . (11X 4) or 44
34 and 31 (10X 13) or 130
34 and 32 .eeecveeeeee (10X12) or 120
34 and 33 ..eeeeveeeee (10°X11) or 110
34 and 34 ..cceceeenne (10%) or 100
34 and 35 ..ceeceeeese (10X 9) or 90
34 and 36 (10x 8) or 80
34 and 37 (10X 7)or 70
34 and 38 . (10X 6) or 60
34 and 39 veevenece.e (10X 5) or 50 .
34 and 40 .emveesseees (10X 4) or 40
35and 31 .coeeeeeses (9 X13) or 117
35 and 32 ...ccns eeeee (9 X 12) or 108
35and 33 ...c.ceeneee (9 X11) or 99
35 and 34 .o (9 X10) or 90
35 and 35 wee (9 X 9) or 81
35and 36 .cecrcnsee.. (9 X 8) or 72
35 and 37 ceeevececens (9 X 7)or 63

trrdbrrerreererrrrrrrrrerrrrrrrrrrn
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35 and 38 happens (9 X 6) or 54 times.
35a0d 39 ...cveeeeee. (9 X 5) Oor 45 —

35 and 40 ....e0eeeeee (9 X 4) or 36
36 and 31 ............ (8 X13) or 104
36 and 32 ............ (8 X12) or 96
36 and 33 ............ (8 X11) or 88
36 and 34 ............ (8 X10) or 80
36 and 35 ............ (8 X 9)or 72
36 and 36 ............ ‘(8?) or 64
36 and 37 ......cse0e (8 X 7) OF 56

38 and 40 ............ (6 X 4) or. 24
39 and 31 ...eeenene. (3 X13) or 65

36 and 38 X 6)or 48 —
36 and 39 X 5)or 40 —
36 and 40 X 4)or 32 —
37 and 31 X13) or 91 —
37 and 32 .. X12) or 84 —
37 and 33 X11)or 77 —
37 and 34 ......... X10) or 70 —
37 and 35 .....coecee (7 X 9 0r 63 —
37 and 36 X 8)or 56 —
37 and 37 (7" or 49 —
37 and 38 X 6)or 42 —
37 and 39 X 6)or 35 —
37 and 40 X 4)or 28 —
38 and 31 X13) or 78 —
38 and 32 X12)or 72 —
388 and 33 ., X1ll) or 66 —
38 and 34 X10) or 60 —
38 and 35 . X 9)or 54 —
38 and 36 X 8)or 48 —
38 and 37 ... X 7)or 42 —
38 and 38 ...... 62, 0or 36 —
38 and 39 ............ X 5)or 30 —
39 and 32 .....ceeeeee (5 X12) or 60 —
39 and 33 ............ (5 X11)or 55 —
39and 34 ............ 5 X10)or 50 —
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X 9)or
X 8) or
X 7)or
X 6) or

(57) or
X 4)or
X13) or
X 12) or
X11) or
X 10) or

41

43 times.
40 —

35
30
25
20
52
48
44
40

39and 35 happens (5
39and 36 ...ccceeeee. (B
39and 37 ...ceveeeeee (5
39 and 38 .... eee (B
39 and 39 . .os

39 and 40 ..cccveeenee (B
40 and 31 .ccecevenese (4
40 and 32 «eceoene.. (4
40 and 33 ...cceveee.. (4
40 and 34 ............ (4
40 and 35

40 and 36

40 and 37 ....

40 and 38 ..eceeeee... (4
40 and 39 ..ceeeenes (4

40 and 40

eececccens vo

36
32
28
24
20
16

X 9)or
X 8) or
X 7)or
X 6) or
X 5)or
(4°) or

FrErrrerrrrrnd

In these 7225 coups there are to be found, ac-
t‘;rding to (B), 805 refaits, which amount to

(805

one refait in every 7 or 8 coups, or

about 7 in two tailles, calculating each taille to

average 29 coups.

Now from formula (C) we ascertain the chances
of the occurrence of any refait. Thus, the odds

against the refait of

40 are (7225— 16) :
39 are (7225— 25) :
38 are (7225— 36) :
37 are (7225— 49):
36 are (7225— 64) :
35 are (72256— 81) :
: 100
: 121

34 are (7225—100)
33 are (7225—121)

32 are (7225—144) :
: 169

31 are (7226—169)

16,
25
36
49
64
81

144

E 2

.or about 450 to 1

290 to 1
199 to 1
146 to 1
111to 1
89to1l
71tol
58to 1
49to 1
41 tol

eess scsece

eesssecece

eccecscese

eseccccs e

scesse e se
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And thus we find that an apres or refait of &
must happen in the course of 41 or 42 actu
coups, in which, however, are included tho
other refaits which are null and void.

Consequently we deduce that the refait of 2
occurs in ever (M

Y\ ™19

coups, or twice in every three tailles, where eac
taille averages from 29 to 31 coups. An immat(
rial or material refait happening once in eac
7225—805

8056

N.B. The advantage, therefore, accruing to tt
banker over the player from the chance of the r«
fait of 31 (whereby all parties forfeit half the

stakes) is (as 38 :4 ::100: (100 &), a trifle le

38
than 1} per cent., or (as 100 : 14 ::20: (2;00:)1
about 33d. per 20s. on all the monies staked.

After the cards for Noir have been dealt, tt
odds against or in favour of the player who he
staked upon Rouge, varying according to the nu
merical amount declared for the adverse chanc
may be estimated by reference to (A).

With respect to the case where the first poir
is 31, the calculation is only of comparative los:
it being evident that the player cannot win ¢
save more than half the amount of his ventur
Consequently, the odds are (85—13) : 13, ¢
72 :13; viz. 5% : 1, that the player do not re
cover half his stake. :

By the same process we find the odds in eac
case respectively to be, .

Istly, 85—(13+12):13, or 60: 13. 2dh

85—(13+12) : (13412), or 60 : 25.
#7z. where the pointis 32, it is 485 1, %
"W\ %€ does not win, and 22 : ) that he \oses.

), or 38 or 39 materi

7 or 8 coups, thus:
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lstly, 85—(13+12411) : (13+412), or 49 :
2%. 2dly, 85—(13+412+11): (13+12+411, or
49 : 36.

Viz. where the point is 33, it is 143 : 1, that he
do not win ; and 14 : 1 that he lose.

Istly, 85—(13+412+11410) : (13412+411),
or 39 : 36. 2dly, (134+12+11410) :85—(13
+l2+11+10), or 46 : 39.

Viz. where the point is 34, it is 147 : 1, that
he do not win; and 1 : 1 that he draw or
win,

lstly, (134+124+114+10+9) : 85—(13412+
114+104-9), or 55 : 30. 2dly, (134124114
10): 85— (134124 11410+9), or 46 : 30.

Viz. where the point is 35, it is 1§ : 1, that
he do not lose, and 1:&1 : that he win.

Istly, (13+412+411410+9+8) : 85— (13412
+1141049+8), or 63:22. 2dly, (13+124
114+104+9) : 85—(13+12+4+114+104+9+8), or
55 : 22

Viz. where the point is 36, it is 23§ : 1, that
he do not lose, and 5 : 2, that he win.

1stly, (13+12+4114-104-9+8+7) : 85—(13+
12+ll+10+9+8+7), or 70 : 15. 2dly, (134
124+114104-9+8) : 85—(13+12411410+49
+8+7), or 63 : 15.

Viz. where the point is 37, it is 4% : 1, that
he do not lose—and 44 : 1, that he win.

lstly, (13+12+114104+9+8+7+46) : 85—
(124-1141049+48+746), or 76:9. 2dly, (13
+124+114+10+9+8+7) : 85—(13+12+411+
104-94-84-7+6), or 70 : 9.

Viz. where the point is 38, it is 84 : 1, that
he do not lose—and 73 : 1, that he win.
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1stly, (134+124+11+104+9+48+7+6 X 5) : 85
—13412411410+4+948+7+6+5), or 81 : 4.
(2dly, (13+12+1141049+8+7+6) : 85—(13
+1241141049+847+6+5), or 76 : 4.

Viz. where the point is 39, it is 204 : 1, thathe
do not lose—and 19 : 1, that he win.

And, where the point is 40, it being evident
that the player cannot lose, we find, (134124
11+4+10+4+9+484746+5):85—(13+12+11410
+9+8+4746+5+4), or 81 : 1, that he win.

From these data may be deduced, as a matter
of curiosity, the just proportions which the banker
may give or receive by composition for the monies
ventured upon the knowledge of the first point.

Of course, the compositions here spoken of
are only to be made from the proportions esta-
blished above, as long as the cards for Noir are
alone played; for were any cards for the opposite
colour already appearing, the situation of the
game would be altered. And this leads us to ob-
serve, that the last card of the talon or pack ought
not to count, because it is known ; and as we may
speculate on the last coup, the equality of the
game would be destroyed from this circumstance,
that whenever the last coup finishes with the last
card, it is almost always probable that Rouge will
win ; for by reference to the calculation in page 1,
it is evident that there are a greater number of
last cards capable of furnishing a low than a high
coup.

Fgom the observations above it must be ob-
vious, that there exists no means for winning
with certainty, or even for diminishing the slightest

portion of t)}J,e banker’s advantage. In the long
run, events are balanced, and the banker having
nore chances in his favour than the player hes,
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the former must necessarily win. Thus, if a
player has been fortunate enough to win a consi-
derable sum on one coup, it will dwindle away in
detail ; and, vice versd, what he had won in detail,
i la martingale, he would lose en gros; for this
reason—that of whatever number of coups the
martingale may be composed, it will break in a
proportion equal to what it may produce.

The number of combinations tﬁat may be com-
posed in a series of 26 coups is immense. There
are no less than 67108864 different ways in which
a taille consisting of 26 coups may happen.

Thus, whatever way we may determine on,
there are (67108864—1) other ways, all equally
possible. In this number there is but one chance
for Noir winning, and one chance for Rouge; one
that there may be no interruption commencing with
Noir, and one that there may be no interruption
commencing with Rouge. It is possible that by
dint of tailles these events may sometimes occur ;
but the period in which we may reasonably look
for them is too long ; for supposing 10 tailles per
diem, it would require a space of 18500 years to
see them once happen.

If a player has had the good fortune to double,
triple, or quadruple his martingale, we must not
Imagine that his system of play is better than an-
other, since it is in reality but the same degree of
luck as the winning of a paroli et sept et le va,
seven times the original stake.

Every progression comes to the same thing;
and that which increases the most is nothing more
than deeper play. He who imagines that he is
only staking a sovereign because the first coup of

martingale commenced with that som, is in
reality playing more deeply than he conceives;
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fzr instance, if the martingale hasrun 6 coups, and
that it amounts to 120 sovereigns every eoup, ome
with another, will amount to 5§ sovs. ; so that if
without dounbling he had played each coup 5§ so-
vereigns, it would have come to the same thi
and in the lonig1 run, he would lose as much one
way as the other. This does not, however, ez-
clude the possibility of winning be-
cause in a small number of coups the ad

of the banker is comparatively tnﬂin}, but

long run, the player will p‘t{em or his amuse-
ment ; and we hope that mathematical ana-
lysis which we have given of this game, which
holds the first rank in the gaming-houses of
Europe, will convince the most sceptical of our
readers of the impossibility of combining any
system for winning, and put them upon their
guard against those designing knaves ever on the
alert to entrap the unwary by the glittering temp-
tation of a system which they impudently aseert
requires but the risk of a small capital to gain
millions.

EXPLANATION OF THE TERMS USED AT ROUGR ET
NOIR.

Banquier. The dealer.

Fausse TaiLie. Is when the dealer commits
a fault, which subjects him to double all the
money staked.

MarTiNGgaLE. A mode of play which consists
in staking double the amount of the money lost.

ParoLi. Double the sum staked the first
time.
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Rerarr b TrENTE ET UN. A coup by which
the banker wins one half the money staked, and
is effected by dealing 31 for each colour.

Rerarr. Is when the banker deals the same
sum for both colours from 32 to 40.

Sepr BT LE Va. Seven times the amount of
the sum first staked.

TarLLe. Is made when the banker has dealt
out all the cards.

Fioure. The name given to the kings, queens,
and knaves.

Point. The number which results from the
sums of the cards dealt by the banker.

Noie. The colour for which the first points
are dealt by the banker.

Rouer. The colour for which the banker deals
the points after those for black.

Banger. The dealer.

Punter. Those who play against the banker.

LA ROULETTE.

Tae form of the table used for this game is an
oblong square, covered with green cloth, in the
centre of which there is a round cavity, aronnd
the sides of which, equidistant one from the other,
are ranged several bands of copper, which com-
Mencing at the top, descend just to the extremity
of the machine. In the centre of this cavity,
which is moveable, is formed a circular bottom,
Containing 38 holes, to which the copper bands
are attached, and upon which are painted, alter-
bately in black and red, 36 numbers, from 1 a 36
%zero (0) and a double zero (00). -
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A Roulette Table.
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In the middle is a copper moulinet, surmounted
bya cross, which serves to impress the bottom
wvith a rotatory motion.

There is a banker, or rather several tailleurs—
the number of players is unlimited.

One of the tailleurs sets the machine in motion,
throwing at the same instant an ivory ball into
the concavity in an opposite direction to the
movement he has given to the moveable bottom.
The ball makes several revolutions with great ve-
ll"City, until, its momentum being exhausted, it
falls into one of the 38 holes formed by the copper
bands. It is the hole into which the ball falls
that determines the gain or the loss of the nume-
rous chances which this game presents.

To the right and left of the moulinet are figured
on the green cloth, for the accommodation of the
Players, the 36 numbers and the zeros, simple and
double. The other chances are also designated
on the green clath divergent from its centre; on
one side, I’¢mpair, la manque, and rouge ; and on
the opposite, pair, passe, and moir. The impair
wing when the ball enters a hole numbered impair ;
the manque, when it enters a hole numbered 18,
ad all those under that number; the rouge wins
When the ball enters a hole of which the number
lsred, and vice versd.

La Roulette affords seven chances ; comprising
that of the numbers, and the latter chance divides
Iself into many others, of which we shall give a
brief detail.

The player stakes upon the chances, he may
telect any sum he pleases, that is to say, from two

cs, the minimum stake admitted, to 12,000,
the marimum, unless in the like cases of which
we have spoken in the game ot Rouge et Noir.

The player who puts his money-on one of the

F
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numbers or the zeros painted on the green cloth,
receives 35 times the amount of his stake should
the ball fall into the corres ing number or
zer'ltzh in tll:e interliior tl): the thette. bers, m
e player who plays on the numbers,

the first tzoebe, the z:iddle twelve, mdmtzzm
twelve. If the ball enters one of the twelve num-
bers corresponding to those on the green cloth o
which the player has staked his money, he is paid
three times the amount of his stake.

To play the Colonnes, the gamester stakes his
money in the square placed at the foot of each
column marked on the green cloth; and .in the
event of the ball entering one of the holes corres-
ponding to the numbers of the column, he wins
three times his stake.

Again, he may equally at his pleasure play 2,
3, 4, 6 numbers, and he wins and loses, in the same
proportion, eighteen times his stake for two num-
bers, twelve times for three numbers, nine times for
four numbers, and six times for sizx numbers, and
the rest in proportion. The player who mt{ have
put his money on one or the other of the six
chances, wins double his stake if the chance arise.
If, then, a ball enter a hole, of which the number
is 36, the banker pays double all the following
chances, passe, pair, androuge, and likewise thirty-
five times the amount of the sum staked upon the
number THIRTY-81X, and of course draws to the
bank all the chances placed on the other chances.

If the ball enter a hole numbered 18 noir, the
banker pays the player double the amount of the
stakes placed on the following chances, la manque,
P’impair, and noir, and thirty-five times the amount
of the stake placed upon the number 17, and
draws to the banker all the money placed on the
other chances.



LA ROULETTE. 51

Roulette §s unquestionably the most disadvan-

tageous to the player, for the bank’s mean chance

of winning is—

syor nearly 8 per cent. on a single number.

# or nearly 65 per cent. on either of the 12 num-
bers or the colonnes.

4 or nearly 5 per cent. upon two numbers.

4 or nearly 64 per cent. upon three numbers.

# ornearly 7 per cent. upon four numbers.

$;or nearly 7 per cent. upon six numbers.

Hornearly 5 per cent. upon the passe, pair,
manque, impair, rouge et noir.

And hence it is dgainst the player upon the

1st. chance ..cccceerecsececsenees 37 tol
2d. dO.  ceeceeececieeveceees. 13 t0 6
3d. do. sieeeececereciecneeees 18 to 1
4th. do. seceerceecrececnneneee J13t0 1
5th. do. siceeeccvericeceneeeee 17 to 2
6th. do. .ieeveecesececececes. 16 t0 3
7th. do. eocevveervesiecrensse 10 t0 9

When, however, the numbers are all filled up, as
he bank only pays the winner thirty-five times
lis stake, it clears Zhree; thus, supposing thirty-
tight sovereigns to be staked, and that the ball’is
brown twice in a minute, the gain of the bank,
vithout incurring the slightest risk, would be siz
overeigns per minute, or three hundred and sixty
%r hour. Although, in whatever wayyou play,
be chances are always in favour of the bank, still
ts risk varies in ratio to the number of chances
#hich are not filled up; for instance, were only
#n numbers filled up, and that the ball were to
‘nter one of them, the bank would in that case
ose thirly-four, and only win eigkt; whereas,
when all the numbers are filled up, it wins three
without risking a farthing.
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Tre Royal Lottery of France is composed
90 numbers, five of which, separately drawn
successive sorties, constitute its decision, and d
termine the fortune of all adventurers.

There are seven different methods wherel
money may be staked, viz, on either of the fc
lowing five simple cha.nces, or on either of the tv
chances determiné investigated below.

1st. Par Extrait—on a single number; whi
occuring among the five numbers drawn, entitl
the player to 15 times the amount of his stake.

2d. Par Extrait determiné—on a single nur
ber ; the particular sortie in which it will
drawn being also determined. ‘Here, the chos
number occurring in the order indicated, t
player receives 70 times the amount of his staki

3d. Par Ambe—on two numbers; both whi
occurring among the five numbers drawn enti
the player to 270 times the amount of his stake.

4th. Par Ambe determiné—on two number
the particular sortie in which each will appe
being also determirced. Here, the two chos
numbers, each occurring in the order respective
indicated to each, entitle the player to 5100 tim
the value of his stake.

5th. Par Terne—on three numbers : all whi
occurring among the five numbers drawn, enti
the player to 5500 times the amount of his stal

6th. Par Qucterne—on four numbers ; all whi
occurring among the five numbers drawn, enti
the player to 75000 times the amount of his stal

And 7th. Par Quine—on five numbers ; whi

being all drawn, entitled the player to 10000
times the value of his venture; but \ha \nsk
thod has been abolished.
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Let us now calculate the respective chances of
the player, and the bank in each case.

(a? Since from the ninety numbers, of which
the lottery consists, five numbers are drawn, the
chance of any particular number occurring must
be 5. The probability of any specified number
being drawn being 5, the chances against it must
be 4%.

Now, as if the particular number appear, the
the player (receiving 15 times) wins 14 times the
the value of his venture, forfeiting merely the
stake hazarded if the number do not occur, we
find his chance of gain to be yig 14—}§ 1 =—1#
of his stake.

(b) Where the particular sortie in which a se-
lected number shall appear is determined, the
chance in favour of its being drawn is g%, and the
probability of its not appearing must, conse-
quently, be §3.

Now, as in the event of success in this case, the
adventurer wins 69 times the value of his stake,
which he forfeits if his chance fail, we find his pros-
pect of gain to be gy 69 — §§ 1 = — £ of his stake.

(¢) The number of combinations, two and two,
of ninety numbers, is 9(l)gs= 4005, and the num-
ber of combinations, two and two, of five numbers,

is ‘;% = 10; the probability of a specified ambe
occurring will, therefore, be 13§, and that it will
not be drawn, 33534,

Here, as the player will in the former event win

269 times the amount of his stake, his chance of

gain will be 138~ 269 — 335§ = — #§ of his stake.

( d) In the 4th case mentioned, the number of

combinations, two and two, 18 dcuble What'tis
the preceding case, since €ither of the two nuw-
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bers placed, the first or the second, forms a separate
combination ; and it is evident, inasmuch as the
order in which each number is to be drawn is de-
termined, that one only of these combinations will
satisfy the chance chosen. Hence, the probablhtv

of an ambe deferminé occurring will be (90 69 or

wrv, and that it will not be drawn, $§¢5.

If the player be successful in the hazard of this
chance, he wins 5099 times his venture; and,
consequently, we find that his probability of gain
i8 yoiry 5099 — §8¢-5 = — £+ of his stake.

(e) The number of combinations, three and
]829: 8 117480,
and the number of combinations, three and three,

three, of ninety numbers, is

of five numbers, is 1—2—:;-— 10; the probability of

a particular ferne being drawn will, therefore, be
B , and that it will not occur,
terne, the successful player wins 5499 times

the value of his stake ; his chance of gain is, there-
fore, found to be 1-,-«)-" 5499 — HHF=— ¢

(f) The number of combinations, four and four,
90———"'?2:2387 = 2555190; and
the number of combinations, four and four, of five
numbers, is g% = 5; the probability of a parti-
cular qualerne occumng will, therefore, be gxsfrvv»
and the chance that it does not come up, 43§5t55-

As the prize paid in this case amounts to 75499
times the value of the stake played, the player’s
probability of gain is, zriyyw 75499 — #3835 =
-1 IHH

(7) The number of combinations, five and fwe,

of niuety numbers, is 90 89 88-87-86
Toags - = 43040268,

of ninety numbers, is
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and the number of similar combinations in five
numbers is the unit, dra

The chance of a particular guine being drawn is,
therefore, 33yalyysw; and that it will not ocew,

Since the player will in the former event win
999999 times the amount of his stake, his chance
of gain is yyalyrew 999990 — 4L =—
43348488, or rather more than — $§.

From the foregoing calculations, we are enabled
to deduce that the bank’s mean chance of win-
ning is,

1st. } of all sums staked par Extrait.

2d. # seceescessescerseees par Extrait determ.

3d. £8 eecesececcenraereess par Ambe.

4th. 33+ eeeceveecrececees par Ambe determ.

5th. 48§ «cecceeecsencene.. par Terne.

6th. 18848 <eoceseseee-ss par Quaterne.

7th. $834548% -..eeecoo.. par Quine.

And that the chance against the individual player
in each is,
17 to 1 agst the player par Extrait.
89 to1l ..cccceereeness.. par Extr. determ.
3993 t0 1 .c.ceeceeeeee... par Ambe.
8009 t01 .....cccceeesee.. par Ambe determ.
11747 t0 1 .eceeereereseees. par Terne.

511037 t0 1 .ececesecenseeeee par Quaterne.

43049267 t0 1 .ieecoceeeceees. par Quine.

Thus, to give those of our readers who are un-
accustomed to calculations some idea of the pro-
bability of winning the last two chances investi-
gated, we shall just observe that the probability
of gaining a quaterne is less than the chance &
man of fifty years of age has of dying of apoplexy
within an hour. And that the chance of winning
& guine is less than the chance of seeing two per-
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sons in eight, of fifty years of age, carried off by
apoplexy in the course of the day.

He who would purchase a quaferne in every
lottery, would have an equal chance for the com-
1ng up or not of his ticket, but after 376288 draw-
ings, or more than 15678 years. And again, the
chance of them who would take a guine, would be
after 30103000 drawings, or 1254292 years. If
we suppose the lottery to be created at the begin-
ning of the world, there would be more than
99668 to bet against 862, or 300 to 1, that a par-
ticular quine would not yet have been drawn.

There do not, and in fact cannot, exist any
real means of playing with advantage at any game
of chance which is in itself disadvantageous. It is
only the avidity of gain carried to an excess to
master the free exercise of reason, the vulgar pre-
Judice upop the probability of certain numbers
being drawn which have not appeared for a con-
siderable time, or in fact, other superstitious ideas
more common than they ought to be in an en-
lightened age like the present, which inflict man-
kind with a species of madness, rendering them
blind to the risk their fortunes and their happiness
Incur at these curious games.

The most powerful antidote for this furor, is to
ertend as much as possible the knowledge of the
ctlculations of chances, and no means should be
beglected to render this acquirement popular.

But although the Lottery of France, considered
mathematically, presents at the first glance an im-
mense advantage in favour of the Bank, still, in
order to pronounce an equitable judgment upon
I, due regard must be paid to some particular’
wosiderations. It is certain, that if the lottery
were full at every drawing, the gain of the bank
would be sure, and so considerable, that it would
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justly merit the severest prohibitory measures
on the part of the French government. But this
is not the case, nor is it one that comes within
the range of probability, seeing that there are
four different lotteries in France, viz. Paris Lille,
Strasbourg, and Bourdeaux, each of which are
drawn three times in a month. Accordingly, it
may so happen that considerable sums are staked
upon the terne, while comparatively little or no-
thing has been staked upon the other chances. In
the event of the first coming up, the sum the bank
would have to pay would be immense; thus, al-
though the chances in favour of the bank, it must
be admitted, are very great, it nevertheless runs
a considerable risk, and it is in compensation of
this risk that it appears equitable to accord it
some advantage. To determine the just measure
of this compensation is, however, impossible; for
although, mathematically speaking, it is the same
thing to play one million against one hundred
thousand francs, as one thousand francs against
ooe hundred, yet it is not the same in a moral
sense, because loss in the first instance would en-
tail absolute ruin upon the player; while, in the
second, it would be but comparatively trifling to a
person of handsome fortune. It is under this
point of view that we must consider the relative
position of the public and the lottery, the former
of whom plays but a limited stake, while that of
the latter may be said to be unlimited. And al-
though great as are the chances shewn by our
analysis in favour of the bauk, still it is on record
that a lottery of this kind was once broken in
Italy; while in France, the father of the present
king, the celebrated Phillip Egalité, actually won
a quine. It must, however, be remsaxked, that
this extraordinary piece of good fortane, W =
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now generally presumed, was due to an escroguerie,
achieved by the means of carrier pigeons, as the
same numbers were purchased or staked upon in
different parts of the kingdom at the same time.
The sum gained on this occasion was 8o enormous,
that the contractors were obliged to enter into a
composition with the royal winner. It is since
that event that the quine has been abolished.
The quaterne is now the highest prize.

The French government derive a considerable
revenue from the Lottery, who, besides, look upon
it as a powerful engine of domestic policy, by
amusing the people, who, for a few sous, can pur-
chace the hope of winning millions, and who thus
dream away their existence in the pursait of a

ow.

FARO.

_Fapo, Pharo, Pharoah, or Pharaon, is very
similar to Basset, a game formerly much in vogue.

RULES OF THE GAME.

The banker turns up the cards from a complete
pack, deliberately, one by one, laying them alter-
nately, first to his right for the bank, and then to
his left hand for the punter, till the whole are
dealt out.

The punter may, at his option, set any number
of stakes, agreeable to the sum limited, upon one
or more cards chosen out of his livret from the
e, to the king inclusive, either previous to deal-
ing the cards, or after any quantity of coups are
2ade, or he may masque his bets, or change s

crds whenever he pleases, or finally decline puut-
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ing, except an event is unsettled when not above
eight cards are undealt.

The banker wins when the card equal in points
to that on which the stake is set turns up on his
right hand, but loses when it is dealt to the left.

The punter loses half the stake when his card
comes up twice in the same coup.

The last card neither wins nor loses.

The last card but one is called hocly, s.nd used
to form part of the banker’s gain; but now is fre-
quently given up, and generally so in the last
deal.

When, by accident or design, the pack happens
to contain more or less than fifty-two cards, or
should the last coup be found deficient, owing to
any misdeal, however arising, whether discovered
at the end or during the game, the bank mast
then pay every stake depending at the period
when the error is detected, and the same pay-
ment must also be made if the cards he thrown up.

The dealer should hold the cards close in his
hand, and always be prepared to inform any pun-
ter how many remain.

The first card is never valid till the second is
dealt.

No person but the dealer or croupier should
ever meddle with the cards, unless to cut them.

A paroli, &c., may be purchased by paying a
sum equivalent to the stake.

METHOD OF PLAY.
Tue tailleur and croupier sit opposite each
other at a large oval table covered with a green
cloth, on which is a line marked by coloured tape,
or a wooden rim about an inch high, and S\ght
inches from the edge of the table, for the purpee
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arating the cards punted on from the others.
7 is placed either loose in a well, or done
rouleaus. The tailleur is to deal, while
oupier pays and receives, guards against
and shuffles another pack of cards.
game may be played by any number of
s, each punter being furnished with a livret,
which having chosen a card or cards, and
the same on the table, just within the line,
ts the stake either thereon, or upon other
placed face downwards at the head of those
on. The stakes are answered by the
:, who usually limits the sums according to
pital; and at public tables has generally
r more croupiers. Then the dealer, having
usly counted and shuffled the cards, and had
cut by a punter, should hold the pack tight
hand, and show the bottom card as a cau-
) avoid punting on it near the conclusion of
ne; and to prevent mistakes, a similar card,
he corners cut off, is usually laid in the
: of the table. He next says play, and pro-
0 deal slowly, first to the right, and then to
t, mentioning every card as he goes on, and
ag between each two cards, while the croup
the event.
:n a punter gains, he may either take his
or paroli ; should he win a second time he
lay sept and le va; should he again prove
sful, he can paroli for quinze and le va;
ards for trente and le va; and, finally
te and le va, which is the highest chance in
me. Should the punter not like to venture
dly, he may make a paix or point: after-
a double or treble paix, &c. or a singe,
or treble paix-paroli. 'When doublets are
© punte: may either pay or make 8 pii.
G
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A reckoning may be kept of the number of times
each card is dealt, by properly placing a livret and
bending the corners of similar cards, one way for
the punter, another way for the dealer.

TERMS USED AT FARO.

BangER ; the person who keeps the table.

CockiNg. See Paroli.

CoucHaE or ENJEU ; the Stake.

Cour; A4 Stroke or Pull. Any two cards dealt
alternately to the right and left.

Crourier; Croup. An assistant to the dealer.

Dousrer. Is when the punter’s card is turned
up twice in the same coup, then the bank wins
half the stake. A single paroli must be taken
down ; but should there be several, only one
retires.

Hocry; A4 certainty. Signifies the last card
but one, the chance of which the banker claims,
and may refuse to let any punter withdraw a card
when eight or less remain to be dealt.

Liverer; A4 small Book. A suit of thirteen
cards, with four others called FicurEs, viz. one,
named the little figure, has a blue cross on each
side, and represents ace, deuce, tray; another,
yellow on both sides, styled the yellow figure,
signifies, four, five, six; a third, with a black
lozenge in the centre, named the black figure,
stands for seven, eight, nine, ten ; and a red card,
called the great or red figure, for knave, queen,
king ; these figures are useful for those who punt
on several cards at once.

L’'uNne pour L’AuTrE: One for the other.
Means a drawn game, and is said when two of
the punter’s cards are dealt in the same coup.

Masque. Sigpifies turning a card, or placing
another face downwards, during any wamber of
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coups, on that upon which the punter has staked,
and which he afterwards may display at pleasure.

OrPose; The Opposite Game. Is reversing the
game, and having the cards on the right for the
punter, and those on the left for the dealer.

Parx; Peace. Equivalent to double or quits;
iswhen the punter having won does not choose to
paroli and risk his stake, but bends or makes a
bridge of his card, signifying that he ventures his
gins only. A double paix is, when the punter
lming won twice, bends two cards one over the
other. Treble paix, thrice, &c. A paix may fol-
low a sept, quinze, or trente, &c.

Parx-Parovri. Is when a punter having gained
a paroli, wishes then to play double or quits, and
save his original stake, which he signifies by
doubling a card after making his first paroli;
double-paix-paroli succeeds to winning a paix-
paroli : treble-paix-paroli follows double, &c.

ParoLx or PAroLET ; Double. Sometimes called

Cocking, is when a punter, being fortunate,
chooses to venture both his stake and gains, which
he intimates by bending a corner of his card up-
wards.
PL1; Bending. Is used when a punter, having
lost half his stake by a doublet, bends a card in
the middle, and setting it up with the points and
foot towards the dealer, signifies thereby a desire
cither of recovering the moiety, or of losing all.

Pont. A Bridge. The same as Paix.

Ponre or Punt; A4 point. The punter or
player.

Quintze & LE Va; Fifteen and it goes. Is
when the punter having won a sept, &c., bends
tl}e third corner of the card, and ventures fifteen
times his stake.

8epr & LB VA ; Seven, &c. Succeeds the gain-
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ing of a paroli, by which the punter bein
to thrice his stake, risks the whole ag
bending his card a second time, tries to w
fold.

SorxaNTE & LE Va; Sixty-three, &c.
the player having obtained a trente, ve
once more, which is signified by makir
paroli, either on another card, if he sh
parolied on one only before, or by bre
side of that one which contains four, to |
luck in the next deal.

TAILLEUR ; The Dealer. Genperally th

TRENTE & LE VA ; One and Thirty.
quintze, &c., when the punter again tries
and makes a fourth paroli.

ODDS AT THE GAME OF FARO.

Tur chance of doublets vary accordi
number of similar cards remaining am
undealt.

The odds against the punter increase v
coup that is dealt.

When twenty cards remain in hand
punter’s card but once in it, the banker
5 per cent.

‘When the punter’s gard is twice in tw
banker’s gain is about the 34th part of tl

When the punter’s card is thrice in tw
banker’s gain is about 4 per cent.

‘When the punter’s card is four times i’
the banker’s gain is nearly the 18th pa
stake.

When ouly eight cards remain, it is

favour of the bank: when but six are)
to 1; and when no more than four, Wt ¥
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A TABLE FOR FARO,

Fhereby the several advantages of the Banker, in
vhatever circumstances he may happen to be,
are seen sufficiently near at the first view.

Nomber
of Cards the in
in the
Stock. 3 4
1 6
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USE OF THE FOREGOING TABLE.

I. To find the gain of the banker when there
are thirty cards remaining in the stock, and the
punter’s card twice in it.—In the first column
seek for the number answering to 30, the number
of cards remaining in the stock ; over against it,
and under 2, at the head of the table, you will find
54, which shows that the banker’s gain is the
54th part of the stake.

II. To find the gain of the banker when but
ten cards are remaining in the stock, and the
punter’s cards thrice in it.—Against 10, the num-
ber of cards, in the first column, and under num-
ber 3, you will find 12, which denotes that the
banker’s gain is the 12th part of the stake.

II1. To find the banker’s profit when the pun-
ter’s cards remain twice in twenty-two.—In the
first column find 22, the number of cards over
against it under figure 2, at the head of the table,
you find 38, which shows that the gain is one
38th part of the stake.

IV. To find the banker’s gain when eight cards
remain, and the punter’s card thrice among them.
—In the first column seek for 8, on a line with
which under the 3 stands the figure 9, denoting
the profits to be 1-9th, or 2s. 4d. in the guinea.

CoroLLARY 1.—From thetable it appears, that
the fewer cards there are in the stock, the greater
is the gain of the banker.

CoroLrary 2.—The least gain of the banker
under the same circumstance is, when the pun-
ter’s card is but twice in hand, the next greater
when three times, still greater when but once,
and the greatest of all when four times. The

profit of the banker is 3 per cent. upon al\ the
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sums adventured, supposing the punters to stop
when only six cards remain, but with hocly it is
full 5 per cent.

EO.

Ax EOtable is circular in form, but of no exact
ﬂg'mensions, though in general about four feet in
diameter. The extreme circumference is a kind
of counter or depdt, for the stakes, marked all
tound with the letters E and O ; on which each
adventurer places money according to his incli-
mtion. The interior part of the table consists,
first, of a kind of gallery, or rolling-place, for the
ball, which, with the outward parts, above called
dep6t or counter, is stationary or fixed. The most
interior part moves upon an axis or pivot, and
is turned about with handles, while the ball is set
io motion round the gallery. This part is gene-
rally divided into 40 niches or interstices, 20 of
which are marked with the letter E, and the other
twenty with the letter O. The lodging of the ball
inany of the niches, distinguished by those letters,
determines the wager. The proprietors of the
tables have two bar holes, and are obliged to take
allbets offered either for E or O ; but if the ball fail
into either of the bar holes, they win all the bets
upon the opposite letter, and do not pay to that
inwhich it falls ; an advantage equivalent to 24 per
cent, on all the money staked.
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COMMERCE.

Or this game there are two distinct methods of
playing, the new and the old mode. The new way
is played by any number of persons, from three to
twelve, with a complete pack of 52 cards, bearing
the same import as at whist, only the ace is reck-
oned as eleven. Every player has a certain
quantity of counters, on which a fixed value is
put, and each, at every fresh deal, puts down one
for the stake. Sometimes the game is continued,
or not finished, till one of the players has lost all
the counters given at the commencement ; but in
order to prevent it from being spun out to an
unpleasant length, or concluded too soon, it is
often customary to fix the duration to a deter-
minate number of tours, or times, so that the
whole party shall deal once each completely round.

After determining the deal, the dealer, styled
also the banker, shuffles the pack, which is to be
cut by the left-hand player; then three cards,
either altogether or one by one, at the dealer’s
pleasure, are given to each person, beginning on
the right hand, but none are to be turned up. If
the pack prove false, or the deal wrong, or should
there be a faced card, there must be a fresh deal.
There are three degrees or ranks in this game.
The first, which takes place of all others, is what
is called the tricon, or three cards of the same
denomination, similar to pair royal at cribbage;
the next in rank is the sequence, or three follow-
ing cards of the same suit, like tierce at piquet:

and the last, the point, being the grestest number
of pips on two or three cards of a suitin any cee
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hand. As to all these parts, the higher disannuls
the lower.
After the cards have been dealt round, the banker
inquires, Who.will trade # which the players, be-
gioning with the eldest hands, usually and sepa-
.ntely answer by saying for ready money, or I
darter. Trading for money is giving a card and
a counter to the banker, who places the card
under the stock or remainder of the pack, styled
the bank, and returns in lieu thereof another card
from the top. The counter is profit to the banker,
who consequently trades with the stock free from
expense. Barter is exchanging a card without
pay with the next right-hand player, which must
not be refused, and thus they go on changing
alternately, till one of them obtains the object
aimed at, and thereby stops the commerce ; then
all show their hands, and the highest tricon,
sequence, or point, wins the pool. The player
who first gains the wished for tricon, &c., should
thow the same immediately, without waiting till
the others begin a fresh round; and if any one
should choose to stand on the hand dealt, and show
it without trading, none of the junior players can
trade that deal, and if the eldest hand stand, then
of course no person can trade. The banker al-
ways ranks as eldest hand, and in case of neither
tricon or sequence, the game is decided by the
point. Whenever the banker does not gain the
pool, he is to pay a counter to the player who
obtains it, and if the banker possess tricon, a
sequence, or point, and do not win the pool, be-
cause another player has a better hand in these
respects, he is to give a counter to every player.
Commerce the old way is played by several
persons together, every one depositing a certain
sam in the pool and receiving three fish or couvn-
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ters a piece, on which a value is fixed ; as suppose
sixpences are pooled, the counters then may be
rated at 1d. or 1}d, each, s0 as to leave a sum for
the player who gains the final sweep. After deter-
mining the deal, three cards, by one at a
beginning on the left hand, are given to
’i‘l:yer, and as many turned up on the :
e game is gained, as at the other, by
royal, sequences, or points, and should the
cards tarned up be such as the dealer 4
of, he may, previous to looking at the dealt
to himself, take them up in lieu of his own; but
then he must abide by the same, and cannot after-
wards exchange any during that deal. All the
players, beginning with the eldest hand, may ia
rotation change any card or cards in their pos-
session for such as lie turned up on the tabls
striving thereby to make pairs-royal, sequences, -
or flushes, and so on round again and again, till
all have refused to change, or are satisfied; but
no person once standing can change again
the deal. Finally, the hands are all shown,
the possessor of the highest pair-royal, &e., or-
the eldest hand, if there should be more than on¢ °
of the same value, takes the sum agreed upon out
of the pool, and the person having the wemst -
hand, resigns a fish or counter, which is called
going up. The player, whose three are first gone
in this manner, has the liberty of purchasing one
more, called buying a horse, for a sum agr
which is usually one-third of the original stake, -~
to be put into the pool. The game thus goes on,
the lowest hand resigning a fish, till all have re-
signed except one, who, continuing the longest on
the hnard. therehv gains the noal or final sween.

f

it
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CONNEXIONS.

Teis game may be played by either three or
four persons ; if the former number, ten cards
are to be given to each; but if the latter, then
oaly eight a piece, which are dealt and bear the
same import as at Whist, except that diamonds
are always trumps here.

The connexions are formed as follows :

1st. By the two black aces.

2d. The ace of spades and king of hearts.

3d. The ace of clubs and king of hearts.

For the first connexion 2s. are drawn from the
pool ; for the second 1s., and for the third, and
by the winner of the majority in tricks, 6d. each.

These sums are supposing guineas staked, but
when only silver is pooled, then pence are drawn.

A trump played in any round where there is
tconnexion wins the trick, otherwise it is gained
by the player of the first card of connexion, and

a connexion any following player may trump
without incurring a revoke, and also whatever
wit may be led, the person holding a card of
comnexion is at liberty to play it; but the others
mast, if pessible, follow suit, unless one of them
cm answer the connexion, which should be done
In preference.

No money can be drawn till the hands are

ished, when the possessors of the connexions
e to take according to precedence, those who
have the majority of tricks taking last.
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LANSQUENET.

THis game may be played by almost any num-
ber of people, although only one pack of cards is
used at a time, during each deal. The dealer, who
has rather an advantage, begins by shuffling the
cards, and having them cut by any other person
of the party; after which he deals out two cards
on his left hand, turning them up; then one for
himself and a fourth, which he places in the mid-
dle of the table for the company, called the rejouts-
sance card. Upon this card any, or all of the
company, except the dealer, may put their money,
either a limited or unlimited sum, as may be
on, which the dealer is obliged to answer, by
staking a sum equal to the whole that is put upon
it by different persons. He continues dealing, and
turning the cards upwards, one by one, till two of
a sort appear; for instance two aces, two deuces,
&c., which, in order to separate, and that no per-
son may mistake for single cards, he places on
each side of his own card; and as often as two,
three, or the fourth card, of a sort come ap, he
always places them in the same manner, on each
side of his own. Any single card the company
has a right to take and put money upon, unless
the dealer’s own card happens to be double, which
often occurs by this card being the same as ome
of the two cards which he first of all dealt out on
his left hand. Thus he continues dealing till he
brings either their cards or his own. As long as
his own card remains undrawn he wins; and

whichever comes up first loses. 1f e draw or
deal out the two cards on his left, which wre
called the hand-cards, before his owWn, e s en—

.
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titltd to deal again; the advantage of which 1s
merely his being exempted from losing when he
draws a similar card to his own immediately after
he has turned up one for himself.

This game is often played more simply without
the rejouissance card, giving every person round
the table a card to put money upon. Sometimes
itis played by dealing only two cards, one for the
dealer, and another for the company.

THE GAME OF LOO.

Loo or Lue, subdivided into limited and un-
limited Loo, a game, the complete knowledge of
which can be easily acquired, is played with five
or three cards, though most commonly with five,
dealt from a whole pack, either first three and
then two, or by one at a time. Several persons
may play together, but the greatest number can
be admitted when with three cards only.

After five cards have been given to each player,
another is turned up for trump; the knave of
clubs generally, or sometimes “the knave of the
trump suit, as agreed upon, is the highest card,
and styled Pam; the ace of trumps is next in
value, and the rest in succession, as at whist.
Each player has the liberty of changing for
othiers from the pack all or any of the five cards
dealt, or of throwing up the hand in order to es-
cape b@g looed. Those who play their cards
either with or without changing, and do not gain
atrick, are looed ; as likewise is the case with all
who have stood the game, if a flush occur, which
Obljges eacli, except a player holding Pam, or o

aferior flush, to deposit a stake, to be divided
: |
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among the winners at the ensuing deal, according
to the tricks which may then be made. For in-
stance, if every one at dealing should stake half-
a-crown, the tricks are entitled to sixpence apiece,
and whoever is looed must put down half-a-
crown, exclusive of the deal: sometimes it is
settled that each person looed shall pay a sum
equal to what happens to be on the table at the
time. Five cards of a suit, or four with Pam,
compose a flush, which sweeps the board, and
yields only to a superior flush, or an equal one in
the elder hand. When the ace of trumps is led,
it is usual to say ‘' Pam be civil,”” the holder of
Pam is then expected to let the ace pass.

When Loo is played with three cards, they are
dealt by one at a time, Pam is omitted, and the
cards are not exchanged, nor permitted to be
thrown up.

In different companies these games are fre-
quently played with a few trifling variations from
the manner here stated.

THE GAME OF LOTO.

For this game, which may be played by an
unlimited number of persons, boxes containing
100 counters are required; 14 fishes, every one
reckoned as ten counters ; 12 contracts, valued at
ten fish a piece; a pack of 24 very large cards,
with fifteen different numbers marked on each,
and in a bag 90 knobs or balls, numbered from
one to ninety ; besides a board with ten cavities
cut therein, for the purpose of placing the knobs

as drawn. These are sold at the Tunbridge ware
or turners’ shops ; fresh covers for the cards ey
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be purchased, ready printed, and any book-binder
can easily make a new, or repair the old pack.

RULES,

1. Every player should draw two cards, and
deposit a stake previously agreed upon; and if
the party be not too numerous, four or six cards
may be drawn, laying down a double or treble
stake accordingly; when the players are more
than twelve, some are only to have one card, pay-
ing half a stake; and likewise should the players
not take all the cards among them, the remainder
of the pack is to be laid aside till some other
persons join the set. From the cards not taken,
players may exchange one or more of those
drawn, or they may change with one another;
similar exchanges, if the company consent, may
also be made previous to each drawing, and like-
wise, prior to replenishing the pool, cards may
be thrown up, or additional ones drawn from
those put by ; stakes being paid proportionably.

2. The stakes are to be put together in a pool,
placed on the middle of the table, and also on the
table a quantity of counters sufficient for the
mmber of cards taken; upon the counters a
value is to be fixed adequate to the stakes first
deposited, from the whole of which a sum must
be reserved enough to pay, at the conclusion of
the game, all the counters laid upon the table.

3. After counting the 90 knobs, so as to be
certain they are right, the eldest hand shall then
first shake them well together in the bag, and
tfterwards draw out ten successively, not only
declaring the number of each as drawn, but also

ing the same conspicuously on the board.

4. As soon as the number is declared, each
Player having the same on one or more cards, is
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to take up counters sufficient to lay one upon tl
number every time it occurs, and so on till {
ten knobs are down.

5. When only of the pack is taken, and
number drawn happens unot to be upoa .a
player’s card, then the players m:.y“fut awaytl
knob, till some person takes the on which
is printed.

-6. When ten knobs are drawn out, every pis)
examining the cards eeparately, and having o1
one counter upon any horizontal line, wins !
that no more than the counter, which is styl
gaining by abstract ; where two counters are
the same horizontal line of a separate card, 1
player gains an ambo, and becomes entitled to f
counters, besides the two; when three are u
the same line, the player obtains a ferne,
to receive 25 additional counters; if four shot
be on the same line, that is called a quaferne, a
wins 100 counters additional ; when five occ
on the same line, it makes a guinterse, and gai
250 additional counters, and the player is e
titled to payment out of the pool, for all t
above acquisitions, previous to another drawin
Instead of giving counters, payment for the sar
may at once be made from the stock in the pool

7. The knobs are then to be returned, and t
bag given to the next player in rotation, who
to shake the same, and draw, &c., as beft
stated.

8. Whenever the pool is exhausted, the playe
must contribute again according to the number
cards taken ; and when it is resolved to finish t!
game, they agree among themselves to have on
a fixed number of drawings more.

9. At the last drawing each player proceeds !
has been directed, but the drawing conclud



2y

LOTO. 77

when no more counters are left on the table, and
the players are then beginning with the eldest
hand to be paid out of the pool as far as the
money will go ; and when that is expended, the
others remain unpaid, which is styled a bank-
riptey ; next the players are to reunite the coun-
ters with those that were on their cards, and
teceive payment for them out of the fund reserved
atthe commencement of the game.

10. There are also cards of a new combination,
which may be played by 6=12=18=or 24, ob-
serving that when six cards only are taken, only
one counter is given ; if 12, two; if 18, three;
and when 24, four counters; and also when but
tix cards are taken, they must be either from 1
to 6—7 to 12—13 to 18—or 19 to 24 ; if 12 cards,
from 1 to 12—or 13 to 24 ; for 18 cards, from 1
t0 18 ; and when 24, the whole number.

11. The counters may refer for the payment to
the amount of the stakes deposited in the stock.

For 24 cards ......... 144 times 10.
18.eececesccecccase 108 o0 10,
120c0cereemreccree 72 eeeewe 10,
Bregernenene ceeee 36 wne 10.

There are other methods of playing at Loto, but
the above is the way most approved.
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THE GAME OF LOTTERY.

LorTery may be played by a large compan
with two comg;ete gacks of ycards, one foxl') th{
prizes, the other for the tickets, and dealt by any
two of the party that may choose, for the deal is
neither advantageous nor otherwise. Each player
pools a fixed sum, or takes a certain number of
counters, on which a settled value is put, and
which are placed in a box or pool as a fund for
the lottery ; then, after the cards have been shuf-
fled, and are cut by the left-hand neighbour, one
dealer gives to every player a card, faced down-
wards, for the lots or prizes, on which are to be
placed different numbers of counters from the
pool, at the option of the person to whom such
card has been given; afterwards the second
dealer distributes from the other pack a card to
each player, for the tickets; next the lots are
turned- by one of the managers, and whosoever
possesses a corresponding card receives the stake
placed thereon, and those remaining undrawn
are added to the fund in the poql. The dealers
then collect the cards and proceed as before, till
the fund is exhausted, when the party pool again,.
and those who have gained more counters than-
they want, receive the difference in money.

Another method is, to take at random three
cards out of one of the packs, and place them face
downwards, on a board or in a bowl on the table
for the prizes; then every player purchases from
the other pack any number of cards for tickets as
may be most agreeable, paying a fixed sum or

certain quantity of counters for each, which sums
or counters are put in d\ﬁerem proportions on.
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the three prizes to be gained by those who happen
tohave purchased corresponding cards, and such
s happen not to be drawn are continued till the
next deal.

This game may be played with a single pack,
by separating the same into two divisions, each
containing a red and black suit.

THE GAME OF MATRIMONY.

MarriMoNY may be played by any number of
persons from five to fourteen. This game is com-
Pposed of five chances, usually marked on a board
or sheet of paper, as follows : —

Best
The ace of Diamonds turned up.

INTRIGUE,

OR

Matrimony.
King and Queen,
aaewy] pue Suryy

Kdeiapajuo))

QUEEN AND KNAVE.

Pairs

The Highest.
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N.B. The ace of diamonds turned up take
whole pool, but when in hand ranks only as
other ace, and if not turned up, nor any a
hand, then the king, or next superior card,

the chance styled best.
The game is generally played with com
and the dealer stakes what Ee pleases on. eat

any chance, the other players depositing eacl
same quantity, except one; that is, wher
dealer stakes twelve, the rest of the compen'
down eleven each. After this, two cardi
dealt round to every one, beginning on ‘the
then to each one other card turned up, an
who so happens to get the ace of diamonds sw
all ; should it not be turoed up, then each pl
shows his hand, and should any person have
trimony, intrigue, &c., he takes the countes
that point : when two or more happen to ha
similar combination, the eldest hand has the
ference, and should any chance not be gaine
stands over to the next deal.

THE GAME OF QUINZE.

Tais is a French game, usually played by
persons only, admired for its simplicity and
ness, depending entirely upon chance, being
decided, and not requiring the attention of :
other games on the cards, and therefore calcn
for those who love to sport upon an equal ha:

It is called quinze from fifteen being the g
made in the following manner :—First, the «
must be shuffied by the players, and when
have cut for deal, which belongs to him who
the lowest, they may be shufiled again, the d
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having the privilege to shuffle last: this being
done, the adversary cuts, after which the dealer
gives one card to his adversary, and one to him-
#lf; if the adversary do not like his card, he has
aright to have as many more given to him, one
after the other, the pips of which will make 15,
or come nearest to it, which are usually given
from the top of the pack; for example, if he
should have a deuce, and draw a five, which
make 7, he should go on, in hopes of coming
nearer to 15 ; if he then draw an eight, which
makes just 15, and be elder hand, he is sure of
winning the game : but should he over-draw and
make above 15, he loses, unless the dealer does
the same, in which case it is a drawn game, and
they double the stakes ; and thus go on till one
of them has won the game by standing, and
being 15, or the nearest to it, below that num-
ber, &c. At the end of each game the cards are
put up and shuffled, and the players cut anew for
the deal, the elder hand constantly having the
tdvantage.

THE GAME OF SPECULATION.

Tris is a noisy round game, that several may
play, using a complete pack of cards, bearing the
tame import as at whist, with fish or counters, on
which such a value is fixed as the company may
yree upon. The highest trumll)], in each deal,
wins the pool ; and whenever it happens that no
trump is dealt, the company pool again, and the
event is decided by the succeeding round. After
determining the deal, &c., he who is to deal pools
six fish, and every other player four; next three
cards are given to each player by one at a time,
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and another turned up for trump, which belong
to the dealer, who has the privilege of selling it t
the highest bidder, unless it be an ace, whic
gives him the pool at once. The cards are not t
be looked at, except in this manner :—the eldes
hands shows the uppermost of his three cards
which, if a superior l.’:mnp to I::ledmmf 's, th
company may speculate on idding for it a
before. When this is aettled.bze who ‘Sm next ¢
the purchaser is considered as eldest hand, an
shows the u ost of his cards; but if the firs
card shown should not prove a superior trumj
then the next in order to the first player show
the uppermost of his cards, and so the showin
goes on, the company speculating as they pleast
till all the cards are discovered, when the posses
sor of the highest trump wins the pool.

N.B. The holder of the trump, whether b
purchase or otherwise, is exem from showin
his cards in rotation, keeping t:mn concealed til
all the rest have been turmed up.

To play this game well, little more is requisit
than recollecting what superior cards of the trumj
suit appeared in the g‘r;eeding deals, and calcu
lating thereby the probability of the ttump offere
for sale, proving the highest in the deal then un
determined.
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i GAME OF VINGT-UN.

.UN, or twenty-one, very much resem-
ze ; but may be played by two or more
and as the deal is advantageous, and
tinues long with the same person, it is
letermine it at the commencement by the
urned up.

rds must all be dealt out in succession,
1atural vingt-un occurs, and in the mean
pone, or youngest hand, should collect
it have been played, and shuffle them
the dealer against the period when he
2 distributed the whole pack. Thedealer
> give two cards, by one at a time to
er, including himself, then to ask every
n rotation, beginning with the eldest
the left, whether he stands or chooses
card, which, if required, must be given
‘he top of the pack, and afterwards ano-
more, if desired, till the points of the
1 card or cards, added to those dealt, ex-
nake 21 exactly, or such a number less
as may be judged proper to stand upon ;
1 the points exceed 21, then the cards of
widual player are to be thrown up di-
id the stake to be paid to the dealer, who
turn entitled to draw additional cards,
taking a vingt-un is to receive double
>m all who stand the game, such other
xcepted who may likewise have 21, be-
10m it is thereby a drawn game: when
»n has a vingt-un, and the dealer not, he
it wins double stakes of the dealer ; in
s, except a nutural vingt.un happens,
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the dealer pays single stakes to all whose m
bers under 21 are higher than his own, and
ceives from those who have lower numbers ;
nothing is paid or received by such players
have similar numbers to the dealer; and w
the dealer draws more than 21, he is to pay tc
who have not thrown up.

Twenty-one, made by an ace and a ten,
court card, whenever dealt in the firset instance
styled a Natural Vingt-un, should be declared
mediately, and entitles the possessor to the d
besides double stakes from all the players, un
there shall be more than one natural vingt-un
which case the younger hand or hands so hay
the same are excused from paying to the eld
who takes the deal, of course.

N.B. An ace may be reckoned either as 11
1; every court-card is counted as 10, and
rest of the pack according to their pips.

The odds of this game depend merely upon
average quantity of cards likely to come ur
or exceed 21 : for example, if those in hand m
14 exactly, it is 7 to 6 that the card next dr:
will not make the number of points above 21,
if the points be 15, it is 7 to 6 against that ha
yet it would not, therefore, always be pruden:
stand at 15, for as the ace may be calculated t
ways, it is rather above an even bet that the
versary’s two first cards amount to more than
A natural vingt-un may be expected once in se
deals when two, and twice in seven when i
people play, and so on according to the num
of players.



PART IIL

MIXED GAMES OF CHANCE
AND SKILL.

—_—

INTRODUCTION.

Waen chance reigns absolutely in a game, we
«an, as it has been shewn in the first part of this
work, always determine the advantage or disad-
vantage of the players.

But it is not the same with those games in
which the skill of the player has a share in pro-
ducing the result. Thus, the light which has
guided us in our investigation of games of pure
chance, fails us here in the solution of those ques-
tions, the result of which do not entirely depend
upon chance.

The first rule of analysis is, that we cannot dis-
cover what is unknown, but by means of what is
known ; but in most of the questions which are
proposed upon mixed games, what is known is not
sufficient to discover what is to be found, and the
feason is obvious :—1st. From our uncertainty of
the measures to be taken by those, whose actions
must necessarily exercise an influence over our
undertakings. The impulse given toa ball decides
both its direction and its velocity, for the laws of

‘mpalse are fixed and invariable ; but the reason,
te different motives which influence the conduct
I
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of men, baffle all calculation ; for oftentimes the
are ignorant of their real interests, and even whet
they know them, are as frequently determined by
caprice as by reason. The second cause of ou
ignorance of things which depend upon the future
arises from the limited power of the human in.
tellect.

Thus, to determine thevalue of the throw at back:
gammon between two equal players—the valu
of the hand at piquet—which piece is the mos
advantageous at chess, the bishop or the knight—
and in what ratio one is better than the others, ar
problems, the solution of which baffles all humai
analysis. All that a player has to do, therefore, i
to.content himself with seeking probability, ant
to endeavour to approach truth as nearly a
possible.

These reflections will be sufficient to satisfy m:
readers that there are problems which it is impos
sible to solve, while the few I have given in th:
following pages will make them acquainted witl
the nature of those, the solution of which may b
attempted with hopes of success.
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WHIST.

Obps against and for the dealer’s hand of trumps,

158753389899 to 1, thathedon’thold 13 trumps.
338493367 to .....................121
3215258 t0 1 .icecencieerecenscnacll

77065 to
3710 to

317 to
44 to
8 to
23 to 1, or 17 to 7.cceeeee 5
7 to 5thatthedealerholds 4
53 t0 1, OF 28 t0 5ueeeen.e 3
394 t0 1 ciieencecercnccnecans 2

s [

Y

[ e )
or more.

esessesesecencececece

Ooos for and against any particular non-dealer’s
hand of trumps.

12211799222 to 1,thathedoesnothold12 trumps.
53326633 to 1
778068 to 1
25457 t0 1 .cceiiiceeirrenneennne
1567 t0 1 acvevererevevecenionns
1
1

163 to
26§ to [
64 t0 1 cereierciesncenennsene
7 to 4, or near 9 to 5.....
13 to 7 that he holds......

7¢ to 1, or 38 to 5...ceeee.
57 to

e0cscescsesesssrercace

or more.

PR COAN®O
-t
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Obps against the dealer holding a certa
quantity of tremps.

51 to 1, that he does not hold exactly

12 10 1 cicecsecccncccacecsssecsncenscscsce

4* b l G0 0E 00 D G0 0000 00000000000 S0 00 009N 00

28 t0 1, 0r 12 t0 Bevevencece covenccenees

2% t0 1, Or 11 t0 4.ceccecensccceccsecens

39} to 1, against holding only the trur
nP‘

Opps Wmauiyudmdukrh
exact quantity.

183 to 1, that he does hot hold exactly
32 to l 9000000000 0000%00000000 0000 0000000
8% to 1, Oor 44 t0 Becece conenccececsccense
3F t0 1 eecccevescacossacnceccencernoncanse
12 t0 B cececccrcsceccsnnacncccaccncosene o
3% 10 1, 0r 230 7eecerecersesececssasese
9} to 1, better than 9 to 1....c.cceceeeee
57 to 1, that he is not without a a tru:

It is 27 to 2 that the dealers have not
honours.
23 to 1 nearly, that the eldest ha
not the four honours.
8 to 1 nearly, that neither one si
tler have the four ho
13 to 7 nearly, that the two deals
reckon honours.
20 to 7 nearly, that the two eld
do not reckon honours
and 25 to 16 that the honours are not
divided.
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There isbut 1 chance in 8192 of getting 7 by tricks
13 cieeeeveee 8192 iiiiiiie 6
78 weeeeeeeee 8192 ..oeeeee 5

286 iecereeess 8192 sieernrins 4 ——

715
1287
1716 .......... 8192

The probability of getting one or more
by tricks is......... eeseetesecnnesaasnne
Three OF MOTe eeeecverercoreenrreraneenns

+Hoé
54
FOUr OF TOre .e.ecveenenereansenncncensene wrfy
T
vt

ceeereeece 3

secereeese 1

Five OF MOre....cccecerecrcrcecncocesnsnes
SIX OF MOre . ceerrcesacsssnacecosanesssean
SEVEN eeeecenosarerecrsoriesresncasncssarene FTIT

From which it will not be difficult to discover, that
when the points of the game are 8 to 9, that with-
out considering whether the parties scoring 8 are
dealers or not, the odds in their favour one time
with another, are nearly seven to five.
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THE GAME OF WHIST.

THis game, which requires great care and .at-
tention, is played by four persons, who cut for
partners ; those who cut the two highest cards are
partners against the two lowest, and the person
who cuts the lowest card is entitled to the deal.
In cutting, the ace is accounted the lowest.

Though it is customary for only the elder hand,
and afterwards the dealer, to shuffle the cards, yet
each player has a right so to do before the deal,
butlthe elder hand ought to shuffle last, except the
dealer.

The pack is afterwards cut by the right-hand
adversary, and the dealer is to distribute the
cards, alternately, one at a time, to each of the
players, beginning with the left-hand adversary,
till the last card, which must be turned up, being
the trump, and left on the table till the first trick
is played.

No one, before his partner plays, should inti-
mate, that he has or has not won the trick ; even
the attempt to take up a trick, though won before

the last partner has played, ia deemed very im-
pProper.  No intimations of any Kind during the
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play of the cards between partners are to be ad-
mitted. The mistake of one party is the game of
the adversary. However, there is one exception
to this rule, in case of arevoke : if a person happen
not to follow suit, or to a trump a suit, the partner
is permitted to inquire, whether he is sure he has
none of that suit in his hand. This indulgence
most have arisen from the severe penalties an-
nexed to revoking, which affect the parties equally.

The person on the dealer’s left hand is called
the elder hand, and plays first; and whoever wins
the trick becomes the elder hand, and plays again :
and so on till allthe cards are played out. The tricks
belonging to each party should be turned and col-
lected by the respective partners of whoever wins
the first trick in that hand. Each trick abovesix is
reckoned one point towards the game. The ace,
king, queen, and knave of trumps are called ho-
nours ; and when either of the parties has in his
own hand, or between himself and his partner,
three honours, they count two points towards the
game; and if they should have the four honours,
they count four points. Ten points make the

game.

TWENTY-FOUR SHORT RULES FOR LEARNERS.

1. ALwavs lead from your strong suit, and be
cautious of changing suits.

2. Lead through an honour when you have a
good hand.

3. Lead through the strong suit, and up to the
weak, except in trumps, unless strong in them.

4. Lead atrump, if you have four or five, anda
good hand besides.

5. Sequences are eligi . \
dhe highent earg, T C gible leads, of which piey
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6. Follow your partner’s lead, not your ad-
versary’s.

7. Do not lead from ace queen or ace knave.

8. Avoid leading an ace unless you have the
king to it.

9. Never lead a thirteenth card, unless trumps
are out.

10. Nor trump a thirteenth card, except last
player.

11. Play your best card third hand.

12. When in doubt win the trick.

13. When you lead small trumps, begin with
the highest.

14. Do not trump out, when your partner is
likely to trump a suit.

15. If you hold only small tramps, make them
when you can.

16. Make your tricks early, and be careful of
finessing.

17. Be sure to make the odd trick when in your
power,

18. Never force your adversary with your best
card, unless you have the next best.

19. If you have only one card of any suit, and
but two or three small trumps, lead the single
card.

20. Always try to keep a commandﬁ:g card to
bring in your strong suit.

21. In your partner’s lead, endeavour to keep
the command in his hand.

22. Keep the card you turn up as long as you
conveniently can.

23. Should your antagonists be 8, and you have
no honour, play your best trump.

24. Always consider your score, and play your

hand accordingly. :
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METHODS OF SCORING AT WHIST.

Ote. Two, Three. Four. Five. Six. Seven. Eight. Nine.
0 00 000 0000 O O 00 000 O
00 000 O 0 (4]

0

00 0 00 o 0 O 0 00
0 0 0 000 O 00 0o
o o0 0 00 00 o o0

MR. HOYLE'S GAME AT WHIST.

GENERAL RULES FOR BEGINNERS.

1. Leap from the best suit; if you have a
tequence of king, queen, and knave, or queen,
knave, and ten, they are sure leads, and gain the
tenace to yourself or partner in other suits. Begin
with the highest of a sequence, unless you have
five in number; in that case play the lowest
(except in trumps, when always play the highest),
In order to get the ace or king out of your partner’s
or adversary’s hand, and make room for your
strong suit. .

2. With five of the smallest trumps, and not
one good card in the other suits, trump out,
which will make your partner the last player, and
give him the tenace.

3. If two small trumps only, with ace and king
of two other suits, and a deficiency of the fourth
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suit, make as many tricks as you can immediately,
and if your partner should refuse either of your
suits, do not force him, because that may weaken
his game too much.

4. Seldom return your partner’s lead immedi-
ately, if you have good suits of your own to play,
unless it be to endeavour to save or win a game:
what is meant by good suits is sequences of king,
queen, and knave, or queen, knave, and ten.

5. If each party have five tricks, and you are
assured of getting two from your own hand, win
them, in expectation of scoring two that deal ; be-
cause losing the odd trick makes two difference,
and you play 2 to 1 against yourself. Except
when you see a probability of saving your lurch
or winning the game; in either of which cases
risk the odd trick.

6. When you have a probability of winning the
game, risk a trick or two, because the share of the
stake, which your adversary has by a new deal,
will amount to more than the point or two which
you risk.

The foregoing case refers to games 1 to 6, in
pages 103, 104, 105.

7. Should your adversary be six or seven love,
and you are to lead, risk a trick or two, in hopes
of putting the game upon an equality ; therefore,
admitting you have the queen or knave, and one
other trump, and no good cards in other suits,
play the queen or knave of trumps; by which
means you will strengthen your partner’s game,
if he be strong in trumps; and if weak, you do
him no injury.

8. Should you be four of the game, play for an
odd trick, in {opes to save one half of the stake;
and, in order to win the same, though you are

pretty strong in trumps, be cautiout how Yoo
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‘What is meant by strenzth in trumps,
ur and three trumps.

. you be nine of the game, and very
umps, if your partner have a chance
s any of your adversary’s suits; do
sut, but give him an opportunity of
108e suits. If your game be scored
r 3, you must play the reverse, and
or 7; because in these two cases, you
‘e than oune point.

ng last player you find, that the third
: put on a good card to his partner’s
ing you have no good game of your
, return the lead upon the adversary ;
your partner the tenace in that suit,
bliges the adversary to change suits,
iently gives the tenace in that new

have ace, king, and four small trumps,
a small one; because it is an equal
your partner has a better trump than
yer: in which case, you have three
amps ; and you cannot otherwise fetch

, king, knave, and three small trumps,
the king, and then play the ace, ex-
the adversaries should refuse trumps,
»dds are in your favour, that the queen

1er king, queen, and four small trumps,
nave, and four small trumps, begin
1 one, because the odds are on your
yur partner has an honour.

g, queen, ten, and three small trumps,
the king, because you have a falr
the knave falls in the second round,
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or you may finesse your ten upon the
your partner.

This refers to cases 1, 2, 3, in page
15. If queen, knave, nine, and
trumps, begin with the queen, becaus
a fair chance, that the ten will fall in
round, or you may wait to finesse the

Refers to cases 1, 2, 3, in pages 10!

16. If knave, ten, and four small tr
with a small one. See the reason in

17. If knave, ten, eight, and three s1
begin with the knave, in order to

" nine from making a trick; and the
your favour, that the other three ho:
two rounds.

18. If six trumps of a lower de
begin with the lowest, unless you !
ten, uine, and eight, and an honot
up against you; in that case, if you
the honour, begin with the ten, whict
adversary either to play his honour |
tage, or leaves it in your partner’s opt
he will pass it or not.

19. If ace, king, and three small tr
with a small one. See in No. 13.

20. If ace, king, and knave, and
trumps, begin with the king, which
certainty, informs your partner, thi
ace and knave remaining; and putt
into your partner’s hand, he plays y
upon which finesse the knave, and n
quence can arise, except the queen
you single.

Refers to cases 1, 2, 3, in pages 10

21. If king, queen, and three sn
begin with a small one. See in No. -
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23. If king, queen, ten, and two small trumps,
begin with the king. See in No. 20.

23. If the queen, knave, and three small trumps,
begin with a small one. See in No. 13.

24. If queen, knave, nine, and two small trumps,
begin with the queen. See in No. 15.

25. If knave, ten, and three small trumps, begin
with a small one. See in No. 13.

26. If knave, ten, eight, and two small trumps,
begin with the knave, because in two rounds pro-
bably the nine falls; or upon the return of trumps
from your partner, you may finesse the eight.

27. If five trumps of a lower denomination,
begin with the lowest, unless you have a sequence
of ten, nine, and eight; in that case begin with
the highest. .

28. If ace, king, and two small trumps, begin
with a small one. See in No. 13.

29. If ace, king, knave, and one small trump,
begin with the king. See in No. 20.

'30. If king, queen, and two small trumps, be-
gin with a small one. See in No. 13.

31. If king, queen, ten, and one small trump,
begin with the king, and wait the return of trumps
from your partner, when finesse the ten, in order
to win the knave.

32. If queen, knave, nine, and one small trump,
begin with the queen, in order to prevent the ten
from making a trick.

33. If knave, ten, and two small trumps, begin
with & small one. See in No. 13.

34. If knave, ten, eight, and one small trump,
begin with the knave, to prevent the nine from
making a trick.

35. If ten, nine, eight, and one small trump,
begin with the ten, which leaves it in your part-
ter's discretion whether he will pass it or not.

K
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36. If ten, and three small trumps, begin with
a small one. ‘
|

SOME PARTICULAR RULES.

1. Ir you have ace, king, and four small trumps,
with a good suit, play three rounds of trumps,
otherwise your strong suit may be trumped.

2. If king, queen, and four small trumps, with
a good suit, trump out with the king, because,
when you have the lead again, you will have three
rounds of trumps.

3. If king, queen, ten, and three small trumps,
with a good suit, lead the king, in expectation of
the knave falling at the second round; aad do not
wait to finesse the ten, for fear your strong suit
should be trumped.

4. If queen, knave, and three small trumps,
with a good suit, tramp out with a small one.

5. If queen, knave, nine, and two small tramps,
with a good suit, lead the queen in expectation o'
the ten falling at the second round; and do no
wait to finesse the nine, for the reason assigne
above in case 3.

6. If knave, ten, and three small trumps, wi
a good suit, trump out with a small one.

7. If knave, ten, eight, and two small trum
with a good suit, trump out with the knave
expectation of the nine falling at the sect
round.

8. If ten, nine, eight, and one small tru
with a good suit, play the ten.

PARTICULAR GAMES.

1. SupPosE you are elder hand, and your
to consist of king, queen, and knave ot oF
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ace, king, queen, and two small cards of another ;
king and queen of the third suit, and three small
trumps. Begin with the ace of your best suit,
which informs your partner, that you have the
command of it ; then do not proceed with the king
of the same suit, but play a trump next; and if
your partner should have no strength in trumps,
and your adversary should play to you weak suit,
viz. the king and queen only, in that case, lead
the king of the best suit; and if you observe a
probability of either adversary being likely to
tump that suit, play the king of the suit of
which you have king, queen, and knave. If it
should so happen, that your adversaries do not
pay to your weakest suit, though apparently
your partner cannot help you in trumps, then
tump out as often as the lead comes into your
band; by which means, supposing your partner
to have but two trumps, and that your adversaries
have four each, by three rounds, there remain
aly two against you.

II. ELDER HAND.

Suppose you have ace, king, queen, and one
small trump, with a sequence from the king of
five in another suit, with four other cards of no
value. Begin with the queen of trumps, and
parsue the lead with the ace, which demonstrates
that you have the king; and as it would be bad
gl:y to follow trumps the third round, till you

ve first gained the command of your great suit,
by stopping thus, it likewise informs your partner,
that you have the king, and one trump only re-
maining ; because if you had the ace, king, queen,
and two trumps more, and trumps went round
twice, you could receive no damage by playing the

4ing the third round. When you \ux sequence,
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begin with the lowest card, that if your partne
should have the ace he may play it, which woul
make room for your suit. Aud since you have lel
your partner into the state of your game, as soor
as he has the lead, if he have a trump or twc
remaining, he will play trumps to you, with s
moral certainty, that your king clears your adver-
saries’ hand.

I11. SECOND PLAYER.

Suppose you have ace, king, and two smal
trumps, with a quint-major of another suit; in
the third suit three small cards, and in the fourth
suit one. Your adversary on your right hand be.
gins with playing the ace of your weak suit, and
then the king : in that case throw away a losing
card ; and if he proceed to play the queen, throw
away another losing card; and do the like the
third time, in hopes your partner may trump it,
who will in that case either play a trump or t
your strong suit. If tramps be played, go or
with them two rounds, and then play your strong
suit; by which means, if there happen to be fow
trumps in one of your adversaries’ hands, anc
two in the other, which will nearly be the case
your partner being entitled to have three trump:
out of the nine, your strong suit forces their bes
trumps, and you have a probability of making th
odd trick in your own hand only; whereas if yor
had trumped one of your adversaries’ best cards
you had so weakened your hand, as probably no
to have made more than five tricks.

4. Suppose you have ace, queen, and three smal
trumps ; ace, queen, ten, and nine of another suit
with two small cards of each of the others: you

partner leads to your ace, queen, ten, and niue
and as this game requires rather to deceive ye
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adversaries, than to inform your partner, put on
the nine, which naturally induces the adversary
to play trumps, if he win that card. As soon as
trumps are played to you, return them to your ad-
versary, keeping the command in your own hand.
If your adversary, who led trumps to you, put up
atrump which your partner cannot win, and if he

ve no good suit of his own, he will return your
partner’s lead, imagining that suit lies between his
partner and yours : if this finesse succeed, you will
be a great gainer by it, and it is scarcely possible
to be a loser.

5. Suppose you have ace, king, and three small
trumps, with a quart from a king, and two small
cards of another suit, and one small card to each
of the other suits ; your adversary leads a suit of
which your partner has a quart-major: your
partner puts on the knave, and then proceeds to
play the ace: you refuse to that suit by playing
your loose card; when your partner plays the
king, your right-hand adversary trumps it, sup-
gose with the knave or ten, do not overtrump

im, which may probably lose you two or three
tricks, by weakening your hand: but if he lead
to the suit of which you have none, trump that,
and then plat{ the lowest of your sequence, in
order to get the ace either out of your partner’s
or adversary’s hand; which accomplished, as soon
as you get the lead, play two rounds of trumps,
and then your strong suit. Instead of your ad-
versary playing to your weak suit, if he should
play trumps, do you go on with them two rounds,
and then proceed to_ get the command of your
strong suit.
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CERTAIN OBSERVATIONS, WHEREBY YOU AR
SURED THAT YOUR PARTNER HAS NO MOl
THE SUIT PLAYED EITHER BY YOURSELF OR

1. SupPosk you lead from queen, ten, nin(
two small cards of any suit, the second hand
on the knave, your partner plays the eight
holding queen, ten, and nine, it is & dema
:tli‘;:n that he can have no mrdlmn:lf tle\:l:tll

erefore play your game accordingly, ei
forcing hils tz{mmp that suit, should y
strong in tramps, or by playing some other |

2. Suppose Fou have king, queen, and te:
suit, and you lead your king, your partner
the knave; this demonstrates he has no m«
that suit.

3. Suppose you have king, queen, and !
more of a suit, and begin with the kini. in
cases it is good play in a partner, when he h
ace, and one small card in that suit only, t
his partner’s king; for suppose he is very s
in trumps, by taking his partner’s king, he tr
out, and after clearing the board of trump
turns his partner’s lead ; and having parted
the ace, has made room for his partner to
that whole suit, which possibly could not
been done if he had kept the command i
own hand. And supposing your partner hi
other good card besides that suit, nothing it
by the ace taking the king; but if you hi
good card to bring in that suit, you gain a
tricks made in the same, by this method of
And as your partner has taken your king wit
ace, and trumps out upon it you have reas
judge he has one of that suit to return; ther
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) not throw away any of that suit, even to keep
king or queen guarded.

ARTICULAR GAMES, BOTH TO ENDEAVOUR TO
DECEIVE AND DISTRESS YOUR ADVERSARIES,
AND TO DEMONSTRATE YOUR GAME TO YOUR
PARTNER.

1. Surprosk I play the ace of a suit of which I
ave ace, king, and three small ones; the last
layer does mnot choose to trump, having none
f the suit; if not strong enough in trumps,
-must not play 6ut the king, but keep the com-
nand of that suit in my hand by playing a small
e, in order to weaken his game. .

2. If a suit be led, of which I have none, and a
moral certainty that my partner has not the best
of that suit, in order to deceive the adversary, I
throw away my strong suit ; but to clear up doubts
lo my partner when he has the lead, I throw away
my weak suit. This method of play will generally
succeed, unless against very good players; and
tven with them you will oftener gain than lose.

PARTICULAR GAMES TO BE PLAYED, BY WHICH
YOU RUN THE RISK OF LOSING ONE TRICK ONLY
TO GAIN THREE.

1. Supposk clubs to be trumps, and a heart
slayed by your adversary; your partner having
tone of that auit, throws away a spade; you then
judge his hand to be composed of trumps and
{iamonds ; and you winning that trick, aud being
o0 weak in trumps, dare not force him; and sup-
%e you shall have king, knave, and one smell
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diamond; and farther, your partner to have queen,
and five diamonds ; in that case, by throwing out
your king in your first lead, and your knave in
your second, your partner and you may win five
tricks in that suit; whereas if you had led a small
diamond, and your partoer’s queen having been
won with the ace, the king and knave remaining
in your hand obstruct the suit: and though he
way have the long trump, yet by playing a small
diamond, and his long trump having been forced
out of his hand, you lose by this method three
tricks in that deal.

2. Suppose, in a similar case you should have
queen, ten, and one small card in your partner’s
strong suit; which is to be discovered by the
former example; and your partner koave and
five small cards in his strong suit; you hav-
ing the lead are to play your queen, and when
you play again, your ten; and suppose him to
have the long trump, by this method he makes
four tricks in that suit; but should you play a
small card in that suit, his knave being gone, and
the queen remaining in your hand in the second
round, and the long trump forced out of his hand,
the queen remaining in yours obstructs the suit,
by which method of play you lose three tricks in
that. deal.

3. In the former examples you have been sup-
posed to have had the lead, and an opportunity of
throwing out the best cards in your hand of your
partner’s strong suit, in order to make room for
the whole suit : now suppose your partner to have
the lead, and in the course of play, it appears to
you that he has one great suit; for instance, ace,
king, and four small ones, and that you have
queen, ten, nine, and a very small one of that

suit; when your partmer plays the ace, you ate
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to play the nine; when he plays the king, you
are to play the ten; by which means in the third
round, you make your queen, and having a small
one remaining, do not obstruct your partner’s
great suit; whereas if you had kept your queen
and ten, and the knave had fallen from the adver-
saries, you had lost two tricks in that deal.

4. Suppose you find your partner to have one
great suit, and that you have king, ten, and a small
one of the same; your partner leads the ace: in
that case play your ten, and in the second round
the king: this prevents a possibility of obstructing
your partner’s great suit.

5. Suppose your partner to have ace, king, and
four small cards in his great suit, and that you
have queen, ten, and a small card in the same;
when he plays his ace, do you play the ten, and
when he plays his king, do you play the queen;
'Igywhich method you only risk one trick to get
oar. !

6. Now suppoge you have five cards of your
partner’s strong suit; viz. queen, ten, nine, eight,
and a small one; and that your partner has ace,
king, and four small ones; when your partner
plays the ace, do you play the eight; when he
plays the king, do you play the nine; and in the
third round, no one having any of that suit,
except your partner and yourself, proceed then to
play the queen, and next the ten; and having a
small one remaining, and your partner two, you
thereby gain a trick.

PARTICULAR GAMES TO BE PLAYED WHEN EITHER
OF. YOUR ADVERSARIES TURNS UP AN HONOUR.

1. Svpposk the knave turned up on your might
kand, and that you have king, queen, and ten § W
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order to win the knave, begin w:
by which method, your partner m:
have queen and ten remaining, es
have a second lead, and do not p1
queen. .

2. The knave being turned up
you have ace, queen, and ten, b
queen, it answers the same purpos
rule.

3. If a queen be turned up on y:
and you have ace, king, and kna
your king the purpose is in like ma

4. Suppose an honour turned u
hand, and you hold nonme, in t
through that honour; but if you s
(except the ace) you must be cau
pla{ trumps, because if your partr
no honour, your adversary will re
game upon you.

A CASE TO DEMONSTRATE THE
FORCING YOUR PARTN

Supposk A and B partners, and
quint-major in trumps, with a q
three small cards of another suit, a1
and suppose the adversaries C and
five trumps in either hand; in this
the lead, wins every trick.

On the contrary, suppose C !
trumps, with a quint-major and th
of another suit, and that C has
forces A to trump first, by which
only five tricks.
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D DEMONSTRATE THE ADVANTAGR
BY A SAW.

A and B partners, and that A has a
“in clubs, they being trumps, another
- in hearts, another quart-major in
nd the ace of spades. And suppose
ries C and D to have the following
C has four trumps, eight hearts, and
Dhas five trumps and eight diamonds;
lead, plays a heart, D trumps it; D
nond, C trumps it; and thus pursuing
«ch partner trumps a quart-major of
being to play at the ninth trick, plays
iich D trumps ; thus Cand D have won
st tricks, and leave A with his quart-
1mps only.

r you can establish a saw, it is your
mbrace it.

* CASES, INTERMIXED WITH CALCULA~
\EMONSTRATING WHEN IT 18 PROPER,
‘D HAND, TO PUT UP THE KING, QUEEN,
OR TEN, WITH ONE SMALL CARD OF
r, &c.

»8E you have four small trumps, and in
‘her suits have one trick secure in each :

©0 your partner has no trump, then the
nine trumps must be divided between
saries ; perhaps five in one hand, and
other : as often as you have the lead,
s, and should you-have four leads, in
rour adversaries make only five tricks
tramps ; whereas if you had suffered



108 WHIST.

them to make their trunhps singly, they might
possibly have made nine. :

This example shows the necessity of taking out :
two trumps for one upon most occasions. ’

There is an exception to the foregoing rule; if :
you find that your adversaries are very strong in
any particular suit, and that your partner can give
you no assistance in the same, in such a case exa-
mine your own, and also your adversaries’ scores ;
because by keeping one trump in your hand to
tramp suclv\ suit, it may be either a means to save
or win a game.

2. Suppose you have ace, queen, and two small
cards of any suit; your right-hand adversary leads
that suit ; in such case, do not put on your queen;
because it is equal that your partner has a better
card than the third hand; if so, you have the com-
mand of the suit.

An exception to the foregoing rule is, in case
you want the lead, then play your queen.

3. Never lead from king, knave, and one small
card, because it is 2 to 1 that your partner has not
the ace, and also 32 to 25, or about 5 to 4, that he
has ace or queen; and therefore, as you have only
about 5 to 4 in your favour, and must have four
cards in some other suit, suppose the ten to be
the highest, lead that suit, because it is an equal
wager that your partner has a better card than
the last player; and if the ace of the first men-
tioned suit lie behind you, which is also equal,
if your partner have it not, in that case, on your
adversaries leading this suit, you probably make
two tricks.

4. Suppose, in the course of play, it appears that
your partner and you have four or five trumps re-

maining, when your adversaries have none, and
that you have no winning card, but have resson
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to judge that your partner has a thirteenth or
some other winning card in his hand ; in that case
playa small trump, to give him the lead, that you
may throw away any losing card in your hand,
upon such thirteenth or other good card.

S0ME DIRECTIONS FOR PUTTING UP AT SECOND
HAND, KING, QUEEN, ENAVE, OR TEN OF ANY
suir, &c.

1. Suppose you have the king, and one small
ard of any suit, and that your right-hand adver-
suy plays that suit; if he be a good player, do
Zot put on the king, unless you want the lead,
because a good player seldom leads from a suit of
which he has the ace, but keeps it to bring in his
ttrong suit after the trumps are out.

2. Suppose you have a queen, and one small

. ard, of any suit, and that your right-hand adver-
tary leads the same ; do not put on the queen,
because if the adversary have led from ace and
knave, in that caSe, upon the return, he finesses
the knave, which is generally good play, especially
if his partner have played the king; and you
thereby make your queen ; but by putting on the
qQueen, it shows your adversary that you have no
strength in that suit, and consequently puts him
upon finessing upon your partner throughout the
whole suit.

3. Likewise observe, in case you should have
the knave or ten with a small card of any suit, it
is generally bad play to put up either of them at
second hand, because it is 5 to 2 that the third
hand has either ace, king, or queen of the suit
led; therefore, as the odds against you are five to
two, though you should succeed sometimes by

L
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this method, yet in the main you must be a loser;
because it demonstrates to your adversaries that
you are weak, and consequently they finesse upon
your partner throughout that whole suit.

4. Suppose you have ace, king, and three small
cards of any suit that your right-hand adversary
leads ; upon which you play your ace, and your
partner the knave. In case you are strong in
trumps, return a small one in that suit, in order
to let your partner tramp : thereby you keep the
command in your own hand, and at the same
time give your partner an intimation that you
are strong in trumps ; therefore, he may play his
game accordingly, either in attempting to esta-
blish a saw, or by trumping out to you, if he
should have either strength in trumps, or the
command of the other suits.

5. Suppose A and B’s game is scored 6, the ad-
versaries’ C and D 7, and that nine rounds are
played out, of which A and B have won seven
tricks, and no honours are reckoned in that deal;
in this case A and B have won the odd trick,
which puts their game upon an equality ; and
suppose A to have the lead, and that he has two
of the smallest trumps remaining, with two win-
ning cards of other suits ; and C and D have the
two best trumps between them, with two other
winning cards in their hands—as it is 11 to 3
that C has not the two trumps; and likewise 11
to 3 that D has them not; the odds being so
much in A’s favour to win the whole stake, it is
his interest to play a trump: for suppose the
stake to be 70l. depending, A and B win the
whole, if he succeed by this method ; but, on the
contrary, should he play the close game, by

forcing C or D to trump first, he having won the

odd trick already, and being sure of winning tw
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more in his own hand, by this method his game
will be scored 9 to 7, which is about 3 to 2, and
therefore A and B’s share of the 70!, will amount
only to 421., and A only secures 7l. profit ; but in
the other case, upon the supposition that A and
Bhave 11 to 3 of the stake depending, as before
stated, A, by playing his trump, is entitled to 35
ot of the 70/. depending.

DIRECTIONS HOW TO PLAY WHEN AN ACE, KING,
OR QUEEN ARE TURNED UP ON YOUR RIGHT-
HAND.

1. Suprose the ace is turned up on your right-
hand, and that you have the ten and nine of
tramps only, with ace, king, and queen of another
suit, and eight cards of no value: begin with the
ace of the suit of which you have the ace, king,
and queen, which is an information to your part-
ner that you have the command of it; then play
the ten of trumps, because it is 5 to 2 that your

er has king, queen, or knave ; and though it
18 about 7 to 2 that your partner has not two
honours, yet, should he chance to have them, and
they prove to be the king and knave, in that case,
he will pass your ten, and as it is 13 to 12 against
the last player holding the queen of trumps, upon
supposition your partner has it not, when your
partner has the lead, he will play to your strong
suit, and you upon having the lead should play
the nine of trumps, which puts it in your partner’s
power to be almost certain of winning the queen
should he lie behind it.

The foregoing case shows how an ace turned up
against you may be made less beneficial to your
adversaries.
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2. Should the king or queen be turned up on
your right hand, the same method of play may
be employed ; but always consider your partner’s
skill, because a good player will generally make a
proper use of such play, but a bad one seldom.

3. Suppose your right-hand adversary leads
the king of trumps, and that you have the ace and
four small trumps, with a good suit ; in this case
pass the king ; and though he should besides have
queen and knave of trumps, with one more, yet
if a moderate player, he will play the small one,
imagining that his partner has the ace : when he
plays the small one, pass it also, because it is an
equal chance that your partner has a better tramp
than the last player. If so,and a tolerable player,
he will judge you have a good reason for this
method, and, consequently, should he have a third
trump remaining, will play it ; if not, he will play
his best suit.

4. A critical case to win an odd trick.—Sup-
pose A and B partners against C and D, and
the game to be nine all, and every trump out,
A being the last player, has the ace and four
other small cards of a suit, and one thirteenth
card remaining : B has only two small cards of
A’s suit: C has queen and two other small cards
of that suit; D has king, knave, and one small
card of the same. A and B have won three,
C and D four tricks ; therefore A is to win four
tricks in order to obtain the game. C leads this
suit, and D puts on the king; A gives him that
trick, D returns the suit; A passes it, and C
plays his queen; thus C and D have won six
tricks, and C imagining the ace of the suit to be
in his partner’s hand, returns it; by which means

A wins the four last tricks, and consequently the
game.
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5. Suppose you have the king and five small
trumps, and your right-hand adversary plays the
queen; in that case do not put on the king, be-
canse it is an equal chance that your partner has
the ace ; and suppose your adversary should have
queen, knave, ten, and one small trump, it is also
an equal wager that the ace lies single, either in
your adversary’s hand or your partner’s; in either
of which cases it is bad play to put on your king ;
but if the queen of trumps be led, and you have
the king, with only two or three trumps, it is then
best to put on the king, because it is good play to
lead from the queen and one small trump only ;
ud should your partner have the knave, and
Your left-hand adversary hold the ace, your ueg-
lecting to put on the king loses a trick.

THE TEN OR NINE BEING TURNED UP ON YOUR
RIGHT HAND.

1. Surrose the ten turned up, and that you

ve king, knave, nine, and two small trumps,
with eight other cards of no value, and that it is
Proper to lead trumps: in that case, begin with
the knave, in order to prevent the ten from
making a trick ; and though it is but about 5 to
4 that your partner holds an honour, yet if that
should fail, by finessing the nine on the return of
trumps from your partner, you have the ten in
Your power.

.3. The nine being turned up, and you have ten,
¢ight, and two small trumps, by leading the ten,
It answers the same purpose.

3. Make a wide difference between a lead of
choice, and a forced lead of your partner’s; be-
Cause, in the first case, he is supposed to lead
from his best suit, and finding you deficient ia

L2
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that, and not being strong enough in tr
and not daring to force you, he then play
next best suit, which demonstrates that he is
in trumps; but should he persevere, by pl
off his first lead, judge him strong in trumps
play your game accordingly.

4. Nothing is more pernicious than to cl
often, because in every new suit you run th
of giving your adversary the tenace ; and, 1
fore, though you lead from a suit of whicl
have the queen, ten, and three small ones
your partner puts on the nine only, in that
if you should happen to be weak in trumps
have no tolerable suit to lead from, it is b«
pursue the lead of that suit by playing
queen, which leaves it in your partner’s ¢
whether he will trump or not, in case h
no more of that suit; but in your second
if you sheuld happen to have the queen or k
with one small card only of any other s
would be better to lead from your queen ork
it being 5 to 2 that your partner has one h
at least in it.

5. When you have ace, king, and one
card of any suit, with four trumps; if your 1
hand adversary lead that suit, pass it, becal
is an equal wager that your partner has.a |
card in it than the third hand ; if so, you g
trick ; if otherwise, as you have four trumps
may not lose, because you probably will hav
long trump.

CAUTIONS NOT TO PART WITH THE COMMAN
YOUR ADVERSARY'S GREAT svuIT, &c.

1. I~ case you are weak in trumys, and it
20t appear your partner is strong in Yhe
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8 how you part with the command of your
\ry’s greatsuit ; for suppose your adversary
he ace of a suit of which you have the
ueen, and one small card only, and upon
; the same suit again you put on your
which makes it almost certain to your
r that you have the king, and your partner
. to that suit, do not play the king, because
leader of that suit, or his partner, have
ag trump, you risk losing three tricks to
e.

uppose your partner has ten cards remain-
d it appears to you that they consist of
s and one suit only ; and you should have
en, and one small card of his strong suit,
ueen and two small trumps ; in this case,
e to judge he has five cards of each, and
re you are to play out the king of his
suit; and if you win that trick, next
out the queen of trumps ; should that like-
:ome home, proceed to play trumps : this
d may be made use of at any score of the
except at 4 and 9.
[he trump turned up to be remembered.—
1ecessary that the trump turned up should
iembered, both by the dealer and his part-
The dealer should always so place that card,
»e certain ; for suppose it to be only a five,
at the dealer has two more, viz. the six and
f his partner trump out with ace and king,
sht to play his six and nine ; because, sup-
; your partner had ace, king, and four small
8, by knowing you have the five remaining,
ay win many tricks.
four right-hand adversary leads a suit of
you have the ten and two small ones; the
aad puts on the knave, your partner wins
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it with the king; when your adversary leads that,
suit again, and plays a small one, put on your ten,
because it may save your partner’s ace, upon sup-
position that your right-hand adversary led from
the queen.

5. Suppose you have the best trump, and the
adversary A has one trump only remaining, and
that it appears your adversary B has a great suit ;
in this case, though you permit A to make his
trump, yet by keeping the tramp in your hand,
you prevent B from taking his great suit;
whereas, if you had taken out A’s trump, it had
made only one trick difference; but by this me-
thod you probably save three or four tricks.

6. The following case happens frequently.—That
you have two trumps remaining when your ad-
versaries have only one, and it appears your part-
ner has one great suit; in this case always play
a trump, because, by removing the trump out of
your adversary’s hand, there can be no obstruc-
tion to your partner’s suit.

7. Suppose you have three trumps when no one
else has any, and have only four cards of any
certain suit remaining ; in this case play a trump,
which shows your partner that you have all the
trumps, and also gives a fair chance for one of
your adversaries to throw away a card of the
suit: by which means, supposing that suit to
have been once led, and one thrown away, making
five, four remaining in your hand making nine,
and there being only four left between three
hands, and your partner having an equal chance
to hold a better card in that suit than the last
player, it follows, that you have an equal chance
to make three tricks in the suit, which probably
could not otherwise have been done. .

8. Suppose you have five tramps, and six smalt
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f any suit, and are to lead ; lead from that
h you have six, because, as you are defi-
| two suits, your adversary will probably
sut, which is playing your own game for
whereas, had you begun with playing
, they would force you, and consequently
" your game.

YING SEQUENCES FARTHER EXPLAINED.

¢ trumps play the highest, unless you have
ng, and queen; then play the lowest, in
o let your partner into the state of your

1 suits not trumps, if you have a sequence
, queen, and knave, and two small ones ;
'r you are strong in trumps or not, it is
begin with the knave, because, by getting
: out of any hand, you make room for the
suit.
o case you are strong in trumps, supposing
ave a sequence of queen, knave, ten; or
ten, nine, and two small cards of any suit ;
ie highest of the sequence, because, if either
adversaries should trump that suit in the
round, you, by being strong, may fetch
eir trumps, and make the remainder of
t.
! you have a sequence of king, queen,
and one small card of any suit, whether
2 strong in trumps or otherwise, play your
nd do the same by any inferior sequences,
have only four of the suit in number.
Vhen you are weak in trumps, always
vith the lowest of the sequence, if you
? 1n number,- fOT, Sﬂppose your pm“et
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to have the ace of that suit, he then makesit. ¥
you have the ace and four small cards of axy st
and are weak in trumpe, and lead from that s}
play the ace; if very strong in trumps, you mey
play your game as backward as you please; buf
if weak in trumps, you must play the reverss, -

6. Being strong in trumps means, if you haw
ace, king ; or king, queen; or queen, knave; &
queen, ten ; or knave, ten, and three small tramps;
or queen, or knave, and four amall trumps. :

In any of these cases, you may be understosi
e e oy
p (0 -
surzd of havingrt'f:l;‘inmand.

If you have two or three small trumpe oslf
you are weak in them.

7. Having ace, king, queen, or knave, and thre
small trumps, entitles you to force your partss
at any point of the game.

8. If, by accident, either you or the adversaris
have forced your partner (though you are weakit
trumps), should he have had the lead, and ™
trumped out, force him as often as the lead coms
into your hand, unless you have good suits ¢
your own to play.

9. If you have only two or three small trumpt
and your right-hand adversary should lead a sl
of which you have none, trump it, which isanis
formation to your partner that you are weak i
trumps.

10. Suppose you have an ace, knave, and o®
small trump, and your partner trumps to y#
from the king and three small ones, and suppos
your right-hand adversary has three tramps, s»
your left-hand adversary the like number, in thi
case, by finessing your knave, and playing you
ace, if the queen be on your right hand, you wi
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a trick ; but if the queen should be on your left
hand, and you should play the ace, and then re-
turn the knave, admitting your left-hand adver-
sary to put on the queen, which he ought to do,
1t is above 2 to 1 that one of the adversaries has
the ten, and you thus gain no tricks.

11. Should your partner have led from the ace,
and you have king, knave, and one small trump,
by putting on your knave, and returning the
king, it answers exactly the purpose of the former
rule.

In other suits practise the same method.

12. Should you be strong in trumps, and have
king, queen, and two or three small cards in any
other suit, lead a small one, it being 5 to 4 that
your partner has an honour in that suit, but if
weak in trumps, begin with the king.

13. Should your right-hand adversary lead a
suit of which you have king, queen, and two or
three small cards, you, being strong in trumps,
may pass it, because it is an equal wager that
{o.:r partner has a better card than the third

d; if not by your strength in trumps, you
need not fear making that suit.

14. If your right-hand adversary lead a suit of
which you have king, queen, and one small card,
whether in trumps or not, play the queen; if you
have queen, knave, and one small card, put on the
knave; and if you have knave, ten, and one small
card, the ten : by putting up the lower one of the
two, your partner expects you have a better card
or cards in the same suit: and by the calculations
annexed to this treatise, he may judge what are
the odds for or against him.

15. When you have ace, king, and two small
¢ards in any suit, being strong in truthps ; if vour
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right-hand adversary lead that suit, you may pass
it as directed in rule 13.

16. If you have the ace, nine, eight, and one
small trump, and your partner should lead the ten;
pass it, because, unless the three honours lie be-
hind you, you are sure of making two tricks; do
the like, if you have the king, nine, eight, and one
small trump ; or the queen, nine, eight, and one
small trump.

17. If your right-hand adversary lead from a
suit of which you have ace, king, and queen, or
ace, king, and knave, put on the ace; because
that encourages the adversaries to play the suit
again ; and though you deceive your partner by
this method, you also deceive your adversaries,
which is of greater consequence ; because, if you
had put on the lowest of. the tierce-major, or the
knave, your right-hand adversary would have
discovered that the strength of that suit was
against him, and consequently would have changed
suits.

18. Suppose you have ace, ten, and one small
card, in any suit; also the ace, nine, and one
small card of another, lead from the last suit: it
being an equal wager that your partner has a
better card in that suit than the last player; or
suppose that your right-hand adversary leads
from the king or queen of the suit of which you
have the ace, ten, and one small card ; in that case
it is an equal chance that your partner has a better
than the third hand ; if that happen to be the case,
upon the return of the suit, you lie tenace, and
consequently may win three tricks.

19. A case to demonstrate the tenace.—Suppose
A and B to play at two-handed whist, and A to

have the ace, queen, ten, eight, six, and four of
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tlubs, which, in case B always leads, are six

sure tricks. Let us suppose he has the same

band in spades, which, in case B always leads,
are six more sure tricks. We imagine B has the
remainder of these two suits.

Suppose B to have the same hand in hearts and
diamonds as A has in spades and clubs, and that
A has the remainder of the hearts and diamonds,
which, in case A always leads, are twelve sure
tricks to B.

The foregoing case shows that both hands are
exactly equal; and, therefore, let one of them name
his trumps, and lead, he wins thirteen tricks only.
But if one name the trumps, and the other lead,
he that names the trumps ought to win fourteen
tricks. '

He who would play whist to perfection must
not be content only with being a master of the
calculations contained in this treatise, and an ex-
act judge of all the general and particular cases
mentioned in it; but he must be a very punctual
observer of such cards as are thrown away, both
by his partner and adversaries.

ADDITIONAL CASES.

1. When it appears, that the adversaries have
three or four trumps remaining, and that neither
You nor your partner have any, never attempt to
force one hand to trurap, and to let the other
throw away a losing card, but endeavour to find
out a strong suit in your partner’s hand, in case
you have none in your own; by which means
You prevent them from making their trumps
Separate.

2. Suppose A and B are partners against C and

M
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D, and nine rounds played; and also-that eight
trumps are out ; and farther, suppose A has ome
trump only, and his partner B the

and the adversaries C and D have the king sad
knave of trumps between them. A leads his sutall
trump, C plays the knave. B should gl‘. hisscs
of trumps upon the knave ; because D
cards remaining, and C enly three, itis 4 to 3 ia
B’s favour that the king is in C’s hand: redues
the number of four cards to three, the odds thet
are 3 to 3: and reduce the number of three cards
in a hand to two, and the odds then are 3 to 1 ia
favour of B’s winning another trick, by puttingos
his ace of trumps. By the same rule play allthe
other suits. .

3. Suppose you have the thirteenth trump, and
also the thirteenth card of any other suit, and one
losing card, play the losing card ; because, if you
play the thirteenth card first, the adversaries,
knowing you to have one trump remaining, may
not pass your losing card, and therefore you plsy
2 to 1 against yourself.

4. Suppose you have the ace, king, and three
small cards, in any suit not played, and that it
appears your partner has the last trump remain-
ing, lead a small card in that suit, because it i
an equal chance that your partner has a better
card in it than the last player; if so, and there
be only three cards in that suit in any one hand,
you win five tricks; whereas, if you play the ace
and king, it is 2 to 1 that your partner does not
hold the queen, and consequently you win onz
two tricks. This method may be taken in case
the trumps are played out, provided you have
good cards in other suits to bring in this ; and ob-
serve you reduce the odds of 2 to 1 against you
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to 8 equal chance by this method, and probably
Buin three tricks by it.

5. If you wish to have trumps played by the
dversaries, and your partner should have led a
stit of which you have the ace, knave, ten, nine,
and eight, or the king, knave, ten, nine, and
eight, play the eight; which will probably in-
duce the adversary, if he win that card, to play
trumps.

6. Suppose you hold a quart-major in any suit,
vith one or two more of the same, and wish to
inform your partner you have the command, in
that case throw away the ace upon any suit of
which you have none, because the odds are that
neither of the adversaries have more than three
inthat suit : take the same method if you have
a quart to a king ; the ace being out, throw away
the king ; also if you have a quart to a queen, the
ace and king being played, throw away your queen;
all which lets your partner into the state of your
game; and you should play by the same rule in
all inferior sequences, having the best of them in
your hand.

7. A moderate player, in case the king is turned
W on the left, and he has the queen and one
tmall trump only, often plays out the queen, in

his partner may win the king if put on, not
considering that it is about 2 to 1 that his partner
not the ace, and admitting he has, it is playing
two honours against one, and consequently weak-
eaing their game. The necessity only of playing
trumps should induce him so to play.

8. 4 case which frequently happens.—A and B
e partners against C and D, and all the trumps
Played out except ome, which C or D has; A

three or four winning cards of a suit already
Payed, with an ace and one small card of ano-



124 WHIST.

ther : A’s best play is to throw away one of
his winning cards; because, if his right-hand ad-
versary play to his ace suit, he has it in his power
to pass it, and his partner has an equal chance to
have a better card in that suit than the third hand :
if so, and B have any forcing card, or one of his
partner’s suit to play to, in order to force out the
last trump, A’s ace remaining in his hand brings
in his winning cards; whereas, if A had thrown
away the small card to his ace-suit, and his right-
hand adversary had led that suit, he had been
obliged to put on his ace, and consequently had
lost some tricks by that method.

9. Suppose ten cards played out, and it ap-
pears probable that your left-hand adversary has
three trumps remaining, viz. the best and two
small one; and you have two trumps only, and
your partner none, and your right-hand adver-
sary plays a thirteenth or some other winning
card, in that case pass it, by which you may gain
a trick, because the left-hand adversary must
trump.

10. To inform your partner of the state of your
game, suppose you have a quart-major in trumps
(or any other four best trumps), if obliged to trump,
play the highest of any four best trumps, and then
the lowest, which clears up your game, and may
be the means of winning many tricks : practise
the same in all other suits.

11. If your partner call at the point of 8 befor
his time, trump to him, whether you are stron
or not; because as he calls before he is obliged, ‘
is a declaration of being strong in trumps.

12. Suppose your right-hand advers; tar

up the queen of clubs, and when he has the les
Pplays the knave, and also that you hove the ¢
ten, and one club more, or the King, ten, and
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tmall card ; when he leads his knave, do not win
It, because it is an equal wager, you not hav-
ing the king or ace, that your partner has it, and
consequently you may gain a trick by passing the
knave, which cannot be done if you either put on
your king or ace of clubs.

13. 4 case for a alam.—Sulﬁpose A and B part-
ners against C and D ; and that C deals. A has
king, knave, nine, and seven of clubs, being
trumps ; a quart-major in diamonds, a tierce-
major in hearts, and the ace and king of spades.
B has nine diamonds, two spades, and two hearts,
D has the ace, queen, ten, and eight of trumps.
with nine spades. And C five trumps, and eight
hearts. A leads a trump, which D is to win, and
D plays a spade, which C is to trump ; C leads a
trump which his partner D wins ; then D leads a
spade, which C is to trump ; and C plays a trump,
which D is to win; and D having the best trump,
is to play it ; which done, D having seven spades
in his hand, wins them, and consequently slams
Aand B.

14, If your partner lead the king, and you have
vone of that suit, pass it, by throwing away a
losing card, unless your right-hand adversary has
put on the ace.

15. Suppose your partner leads the queen, and
your right-hand adversary wins it with the ace,
and returns that suit, in case you have none of
I, do not trump, except you play for an odd
trick, or are weak in trumps, but throw away a

ing card, which makes room for your partner’s
suit,

16. Suppose you have the ace, king, and one
small card, and your left-hand adversary leads
that suit, and suppose you have four small trumps,
and no suit of consequence to lead from, and your

M2
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right-hand adversary should put on the nine, or
any lower card ; in this case win it with the ace,
and by playing the small card of that suit, return
the lead upon the adversary, who will have reason
to judge that the king lies behind him, and conse-
quently will not play his queen if he should have
it; by this method you have a fair probability of
winning a trick, and at the same time of letting
your partner into the state of your game.

17. If your partner force you to trump a card
early in the deal, you are to suppose him strong in
trumps, except at the points of 4 to 9 ; and, there-
fore, if you are strong in trumps, play them.

18. Suppose you call at the point of 8, and your
partner has no honour : and you should have the
king, queen, and ten; the king, knave, and ten;
or the queen, knave, and ten of trumps; when
trumps are played, always put on the ten, which
demonstrates to your partner that you have two
honours remaining.

19. Suppose your right-hand adversary calls at
the point of 8, and his partner has no honour;
and you should have the king, nine, and one
small trump, or the queen, nine, and two small
trumps ; when trumps are led by your partner,
put on the nine, because it is about 2 to 1 that the
ten is not behind you.

20. If you lead a suit, of which you have the
ace, king, and two or three more, when you play
the ace, if your partner play the ten or knave,
and you should have one single card of any other
suit, and two or three small trumps only : in this
case lead the single card, to establish a saw ; for
your partner has an equal chance to have a better
card in that suit, than the last player; whereas,

had he led that to vou, which probably was W



WHIST. 127

strong suit, the adversaries would discover your
attempt to establish a saw, and trump out.

21. Suppose you have the ace and deuce of
trumps, and. are strong in the three other suits; if
you have to lead, play the ace, and next your
deuce, in order to put tie lead into your partner’s
hand, to take out two trumps for one; also, sup-
pose the last player wins that trick, and that he
leads a suit of which you have the ace, king,
and two or three more, pass it, because it is an
equal wager that your partner has a better card
In that suit than the third hand; if so, he will
have an opportunity of taking out two trumps to
one ; when the lead comes into your hand, endea-
vour to force out one of the two trumps remain-
ing, supposing eleven are played out, and the
odds are that your partner has one of the two re-
maining. .

22. Suppose ten rounds are played, and you
have the king, ten, and one small card of any suit,
which has never been led; and have won six
tricks, and your partner leads from that suit, and
that there is neither a trump or thirteenth card
o any hand; in this case, unless your right-hand
adversary puts on so high a card as obliges you
to play the king, do not put it on, because upon
the return of that suit you make your king, and
Consequently the odd trick, which makes two dif-
ference : if there happen to be only nine cards
Played out, in the like circumstance, play by the
tame rule. This method is always to be taken,
Unless gaining two tricks gives you a chance either
t save your lurch or to win or save the game.

23. Suppose A and B partners against C and
D, and B holds the two last trumps, also the
Yueen, knave, and nine of another suit; and sup-
Pose A has neither the ace, king, or ten of that
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suit, but is to lead. B should play the nine, be-
cause it is only 5 to 4 against him that his left-
hand adversary holds the ten; and if he play
either the queen or knave, it is about 3 to 1 the
ace or king is in his left-hand adversary’s hands,
and consequently he reduces the odds of 3 to 1
against him, to 5 to 4 only.

24. Vary the foregoing; put the king, knave,
and nine of a suit into B’s hand, and suppose that
A has neither ace, queen, or ten; when A leads
that suit, it is equal whether B plays his king,
knave, or nine.

25. Suppose you have ace, king, and three or
four small cards of & suit not played, and it ap-
pears your partner has the last trump; in this case,
if you have to lead, play a small card in that suit,
it being an equal wager that your partner has a
better than the last player ; and if so, it is probable
you may make five or six tricks in that suit; but
if you play out ace and king, it is 2 to 1 that your
partner has not the queen, and consequently that
you make only two tricks, by which you risk the
losing of three or four tricks to secure one only.

26. If your partner lead ace of a suit in which
he has the ace, queen, knave, and more, and then
plays his queen; in case you have the king and
two small cards in that suit, win his queen with
the king ; and if strong in trumps, by clearing the
board of them, having a small card of your part-
ner’s great suit, you gain many tricks.

HOW TO PLAY FOR AN ODD TRICK.

1. SuPPosE you are elder hand, and have the
ace, king, and three small trumps, with four small
cards of another suit, three small cards of the third,

and one small card of the fourth suit: \ead the
single card, which, if won by the lest player, Wi\



WHIST. 129

put him upon playing trumps, or to your weak
suit; in which case you gain the tenance.

2. Suppose your partner is to lead, and that he
Plays the ace of the suit of which you have only
one, and proceeds to plays the king of the same,
and that your right-hand adversary trumps it with
the queen, knave, or ten ; do not overtrump him,
but throw away a small card of your weakest suit;
because it makes your partmer the last player,
2nd gives him the tenance in your weak suits.

UPON SUPPOSITION YOU WANT FOUR OR FIVE
POINTS, AND ARE ELDER HAND.

1. PraY a small trump, and should your partner
have a better trump than the last player, and return
the lead, put on the king, and then proceed to play
the suit of which you have four in number.

These examples attended to, on all parts of the
game, are of great consequence to the player: be-
cause when he has no good suit to lead, his partner
being the last player gains the tenace in his weak
suits.

2. A and B are partners against C and D,
twelve trumps are played out, and seven cards
only remain in his hand, of which A has the
last trump, and also the ace, king, and four small
cards of a suit. A ought to play a small card of
that suit, because it is an equal wager, that his
partner has a better card in it than the last player;
and in this case, if four cards of that suit should

ppen to be in either of the adversaries’ hands, he
Wil be able to make five tricks, when if he played
of his ace and king, he would have made only two.

fneither of the adversaries have more than three
¢ards in that suit, A has an equal chance to win

e six tricks in it.

3. Suppose A and B are partners against C and
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D, and that eight tramps are played out, and that
A has four of those remaining, C having the best
trump, and to lead, C ought not to play his trump
to take out one of A’s, because he would leave three
trumps in A’s hand ; but in case A’s partner has
any great suit to make, C, keeping the trump in
his own hand, can prevent him from making that
suit by trumping it.

4. A case of curiosily.—Suppose three hands of
cards, containing three cards in each hand ; let A
name the trumps, and let B choose which hand he
pleases, A, having his choice of either of the other
two hands, wins two tricks.

Clubs are to be trumps.

First hand, ace, king, and six of hearts.

Second hand, queen, and ten of hearts, and ten
of trumps.

Third hand, nine of hearts, and two and three
of trumps.

The first hand wins of the second. The second
of the third. And the third of the first.

THE LAWS OF WHIST.

OF DEALING.

1. Ira card be turned up in dealing, the adverse
party may call a new deal ; but if either of them
have been the cause of turning up such card, in
that case the dealer has his option.

2. If a card be faced in the deal, there must be
a new deal, unless it is the last card.

3. Every person ought to see thathehas Unitteen
cards deait to him; therefore, if sny one shoud
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happen to have only twelve, and not find it out till
several tricks are played, and the rest of the players
have their right number, the deal stands good ; and
also the person who plays with twelve cards is to
be punished for each revoke he may have made;

- butif any of "the players should happen to have

fourteen cards, in that case the deal is lost.

4. The dealer ought to leave in view upon the
table his trump card, till it is his turn to play;
and after he has mixed it with his other cards, no-
body is entitled to demand what card is turned up,
but may ask what is trumps, whereby the dealer
cannot name a wrong card, which otherwise he
might have done.

5. None of the players ought to take up or look
at their cards while any person is dealing ; and if
the dealer should happen to miss deal, in that case
be shall deal again, unless it arises from his part-
ner's fault ; and if a card be tarned up in dealing,
10 new deal shall be called, unless the partner has
been the cause of it.

6. If the dealer, instead of turning up the trump,
should put the trump card upon the restof his cards,
¥ith the face downward, he is to lose the deal.

OF PLAYING OUT OF TURN.

7. If any person play out of his turn, the card
% played may be called at any time in that deal,
provided it does not cause a revoke ; or either of
the adversaries may require of the person who
ought to have led, to play the suit the adversary
may choose.

8. A and B are partners against Cand D; A

ys the ten of a suit, the adversary C plays the

tave of the same, B plays a small card of the

- Wme, but before D plays, his partoer C leads
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another card: the penalty shall be in tl
tion of A or B to oblige D to win the t
he can.

9. A and B are partners against C and
leads a club, his partner B plays before ti
versary C; in this case D has a right t
before his partner C; because B played
his turn.

10. If any card be led, and the last
should play out of his turn, whether his
has any of the suit led or not, provided he
made to revoke, he is neither entitled to tru
nor to win the trick.

OF REVOKING.

11. If a revoke happen to be made, the
saries may add 3 to their own score, or taki
tricks from the revoking party, or take d
from their score; and the revoking party
vided they are up, notwithstanding the pt
must remain at 9 : the revoke takes place
other score of the game.

12. Should any person revoke, and di
it before the cards are turned, the adverse
may call the highest or lowest card of ti
led, or have their option to call the car
played, at any time when it does not ¢
revoke.

13. No revoke can be claimed till the t
turned and quitted, or the party who revol
his partner, has played again.

14. If a.revoke be claimed, the adverse
are not to mix their cards, upon forfeiture
revoke.

15. No revoke can be claimed after th

have been cut for a new deal.
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OF CALLING HONOURS.

16. If a player call at any point of the game,
except 8, either of the adverse parties may de-
mand a new deal; and they are at liberty to
consult each other whether they will have a
new deal.

17. After the trump is turned up, né person
must remind his partner to call, on penalty of
lsing a point.

. 18. If the trump card be turned up, no honours
inthe preceding deal can be reckoned, unless they
‘Were before claimed.

19. Should any person call at the point of 8,
and his partner answer, and both the opposite
paties have thrown down their cards, and it
appears that the other side had not two by

nours ; in this case the adversaries may consult
with one another, and are at liberty to stand the
deal or not.

20, And if any person answer when he has
Wt an honour, the adverse party may consult
each other, and are at liberty to stand the deal
or not.

21. If any person call at 8, after he has played,

adversaries may call a new deal.

OF SEPARATING AND S8HOWING THE CARDS.

22. If any person separate a card from the
test, the adverse party may call it, provided they
tame it; but in case of calling a wrong card,
th? are liable for once to have the highest
:Tdowest card called in any suit led during the
eal,

23, If any person throw his cards upon the
table, with their faces upwards, upon supposition
N
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that he has lost the game, the adversaries h
in their power to call any of their cards when
think proper, provided they do not mak
party revoke, and he is not to take up his
"%24. If any person be f winni

24. If an n sure of winning
trick, he mZy show his cards upon the t
but he is then liable to have all his cards cal

OF OMITTING TO PLAY TO A TRICK.

25. A and B are partners against C and I
leads a club, C plays the ace, B plays a club
D, partner to C, takes up the trick without
ing any card; A and the other players pla
till it appears D has one card more than the
cilti':lin the option of the adversaries to call a

eal.

RESPECTING WHO PLAYED ANY PARTICUI
CARD.

26. Each person in playing ought to la
card before him ; after doing so, if either o
adversaries mix his cards with the player’s
pursued this method, his partner is entitl
insist that each person lay his card before !
butd not to inquire who played any parti
card.

A DICTIONARY FOR WHIST, RESOLVING AL!
ALL THE CRITICAL CASES THAT MAY HAPPE

1. How to play trumps to the greatest
vantage ?

Peruse the treatise of Whist, case 11, pag

and all the following cases under Ynet aw
next head.
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2. How to play sequences when trumps ?
th:nu' You are to begin with the highest of

h'::;z How to play sequences when they are not
?

ps
_ 4ns. If you have five, begin with the lowest ;
if three or four in number, always play the
highest.
4. Why do you prefer playing sequences rather
than other suits ?
4ns. Because they are the safest leads, and
gin the tenace in other suits.
5. When ought you to make tricks early ?
Ans. When you are weak in trumps.
6. When ought you not to make tricks early ?
Ans. When you are strong in trumps.
7. When do you play from an ace-suit ?
4ns. You do so when you have three in number
only in any suit (trumps excepted.)
8. When do you not play from an ace-suit ?
4ns. You ought not to lead from an ace-suit,
ing four or more in number in any other suit,
the ace is an assistant to your great suit,
and, when trumps are out, enables you to make
suit.
9. When any card of consequence is turned up
on your right or left hand, how are you to play?
case 1, page 107, and case 1, page 111.
10. Why are you always to play your hand by
Your own and adversaries’ scores ?
4ns. Case 6, page 94. See references in this

11. How are you to know when your partner

no more of the suit played? Cases 1, 2, 3,
Pege 109,

12, Reasons for putting on or not at second-
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hand the king, queen, knave, ten. Cases 1, 2, 3,
page 109.

13. Why are you to play the queen, knave, or
ten of any suit, when that suit is played a second
time, having three in number only? Case 4,
page 115.

14. When ought you to over-trump your ad-
versary, and when not ?

Ans. When you are weak in trumps you ought
to over-trump him : but if strong in trumps you
ought to throw away a losing card.

15. Reasons for not parting with the command
of your adversary’s strong suit, case 1, page 114.

16. If your right-hand adversary leads a suit
of which you have the ace, king, and queen,
why are you to put on the ace, preferably to the
queen ?

Ans. Because it deceives the adversary, which,
in this case, is preferable to informing your
partner.

17. To declare your strong suit, when is it
proper to be done, and when not ?

Ans. When you have only one strong suit, and
you trump out to make the same, in that case
you ought to declare it ; but if you are strong in
all suits, there is no necessity of declaring your
strongest.

18. The ace turned up on your right-hand, and
that you have the ten and nine only of trumps,
why do you play the ten? Case 1, page 111.

19. Why do you play from a king-suit prefer-
ably to a queen-suit, having the same number of
each?

Ans. Because it is 2 to 1 that the ace does not
lie in your left-hand adversary’s hands, and it is 5
to 4, if you lead from a queen-suit, Yhek the ace
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orking lies in his hands, and that you lose your
queen, and so play to a disadvantage.

20. Why do you play from a queen-suit prefer-
ably td'a knave-suit.

Answered case 19.

21. When you have the four best cards of any
wmit, why do you throw away the best ?

4ns. To tell your partner the state of the
game.

22. How are you to make the most of your
partner’s strong suit ?

At pages 103, 104, 105, are six examples to de-
Monstrate it.

23. The queen turned up on your right hand,
you have the ace, ten, and one trump, or the
king, ten, and one trump; if the right-hand ad-
Velzsary should play the knave, how are you to
Play?

4ns. You are to pass it, by which you have an
equal wager of gaining a trick, and cannot lose by
%0 doing.

2. Four cards are played out, and trumps have

one round twice, your partner not appearing to

ve any higher tramp than the eight, yet he has
trumps : when he plays his third trump, the
text hand puts on the knave, there being the king
only in the adversary’s hand, you having the ace
ad queen of tramps : Quere, Are-you to play the -
e or queen ?

4ns. You are to play the ace, because it is 5 to
8 that the last player has the king ; and if you re-
duce the cards to two in number, it is then 2 to 1
I your favour, by playing the ace, that the king

: this method may be taken in other suits
Rpon similar occasions.
ExampLe. Suppose that ycu have only two
remaining in yomi\}xand of any suit, viz. the
2
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queen and ten; and the knave and nine of the
same suit are in your adversary’s hands, when
your partner leads that suit, your right-hand ad-
versary plays the nine, and has one card only re-
maining; you ought then to play the queen,
because it is 2 to 1 that your left-hand adversary
has the knave; and in all cases of the same nature
follow this rule.

N.B. That the dealer at whist holds four
trumps or more is 232 to 165, or about a guinea
to 4s. 114d.

—
AN EXPLANATION OF THE TECENICAL WORDS.

FINEssING, means endeavouring to gain an ad-
vantage thus : When a card is led, and you have
the best and third best of that suit, you put your
third best card upon that lead, and run the risk
of your left-hand adversary having the second
best; if he have it not, which is 2 to 1 against
him, you are then sure of gaining a trick.

Forcine, means obliging your partner or ad-
versary to trump a suit, of which he has none.
The cases mentioned in this treatise will show
when it is proper to force either of them.

Lone TruMP, means having one or more trumps
in your hand, when all the rest are out.

Loosk Carp, is a card of no value, and, conse-
quently, the properest to throw away.

PoinTs, ten of them make a game ; as many as
are gained by tricks or honours, so many points
are set up to the score.

QuaRr, is a sequence of any four cards imme-
diately following one another 1n the same suit.—
Quart-major is a sequence of ace, king, queen,

and knave. .
QUINT, is & sequence of any five cards mwe-
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diately following one another in the same suit.—
int-major is a sequence of ace, king, queen,
knave, and ten.

Revounce, without a card of any particular
suit,

Reverse, means only playing in a different
manner: that is, if you are strong in trumps, you
Play one way ; if weak in trumps, you play the
reverse, viz. another.

Rurr and Over-ruFrF, to trump a suit led,
second or third hand.

See-saw, is when each partner trumps a suit,
and plays those suits to one another for that
purpose.

Scorg, is the number of points set up, ten of
which make a game.

SLam, is when either party wins every trick.

TeNACE, is having the first and third best cards,
and being last player, and consequently catching
the adversary when that suit is played: as, for
Ingtance, in case you have ace and queen of any
suit, and your adversary leads, you must win those
t"(:i‘tricl:s; and so of any other tenace in inferior
Cards,

Terce or Tierce, is a sequence of any three
rds immediately following one another in the
Mme guit, Terce-major is & sequence of ace,

and queen.

AN ARTIFICIAL MEMORY FOR PLAYERS.

L. PLacE, of every suit in your hand, the worst
. tothe left, and the best (in order) to the right;
. Wd the trumps (in order) always to the left of all

€ other suits. .

2 If in play you have the best card remaining
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in any suit, put the same to the left of youw
trumps.

3. And if you possess the second best card of
any suit, place it on the right of your trumps.

4. And if you have the third best card of any
suit, place a small card of that suit between the
trumps and that third best, to the right of the
trumps.

5. To remember your partner’s first lead, place
a small card of that suit in the midst of your
trumps, and if you have but one trump, on the
left of it.

6. When you deal, put the trump turned up to
the right of all your trumps, and keep it as long
as you can, that your partner may, knowiog you
have that trump left, play accordingly.

7. To find where your Adversaries Revoke.—
Suppose two suits on the right-hand to repre-
sent your adversaries in the order they sit, asto
your right and left-hand. When you suspect
either of them to have made a revoke, clap a small
card of that suit amongst the cards representing
that adversary, by which you record not only
that there may have been a revoke, but also who
made it, and in what suit.

If the suit, representing the adversary that made
the revoke, happen to be revoked in, change that
for another, and put a small card of the suit re-
voked in the middle of that exchanged suit, and if
vou have not a card remaining of that suit reverse
a1 card of any other (except diamonds) and placeit
there.

8. As you have a way to remember your part-
ner’s first lead, you may also record in what suit
cither of your adversaries made their first lead,
by putting the suit so led in the place whichit
your hand represents that adversary ; and if other
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uits were already placed to represent them, then
xchange those for the suits in which each of them
nakes his first lead.

The foregoing method is to be taken when more

tecessary to record your adversary’s first lead
han to endeavour to gnd out a revoke.

CALCULATIONS S8HEWING THE CHANCES OF YOUR
PARTNER HAVING ONE, TWO, OR THREE CER-
TAIN CARDS.

Read with attention those marked N.B.

1. Waar is the chance of your friend having
e certain card ?
Against For
Answer. him, him,
That he has it not, is N.B...coceeesseeee 2 to 1
2. What is the chance of having two
rtain cards?
Answer.

[hat he has one of them only, is......... 31 to 26
[hat he has not both of them ............ 17 to 2
Jut that he has one or both, is about
5to4, or NB.wwereeernreceinerense 25 to 32
3. What are the chances of having
iree certain cards?
Answer.

bat he holds one of them only, is 325

for him to 378 against him, or about 6 to 7
hat he has not two of them only, is 156

for him to 547 against him, or about 2 to 7
hat he has not all three of them, is 22
for bim to 681 against him, or about 1 W03\
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Against
him.
Baut that he has one or two of them, is
451 for him to 222 against him, or
about .......... e 3t 6

And that he has one, two, or allthreeof
them, is about N.B. cececerroncecesecesse 5 t0 8

Fou
him

EXPLANATIONS AND APPLICATION OF THB
CALCULATIONS.

First Calculation.

It is2 to 1 that your partner has not one certain
card.

To apply this, suppose the right-hand adver-
sary leads a suit, of which you have the king and
one small card only ; observe that it is 2 to 1, by
putting on your king, that the left-hand adversary
cannot win it.

If you have the king and three small cards of
any suit, likewise the queen and three small cards
of another ; lead from the king, because it is 3 to
1 that the ace does not lie behind you; but 5t
4 that the ace or king of any suit lies behind, an
consequently, by leading from the queen, you play
to disadvantage.

Second Calculation.

Itis 5 to 4, at least, that your partner has on
out of any two certain cards; the like odds arei
favour of your adversanes, therefore, suppos
you have two honours of any suit, and knowin
it is 5 to 4 that your partner holds one of tt
other two, you play your game to w greater ce

tainty.



WHIST. 143

suppose you have the queen and one
only, in any suit, and that your right-
rsary leads the same, if you put on your
8 5 to 4 that your left-hand adversary
, and therefore you play to disadvantage.

Third Calculation.

0 2 that your partner has one out of
certain cards.
'e, suppose you have the knave and one
,, and that your right-hand adversary
that suit, it is 5 to 2 that your left-hand
has either ace, king, or queen of the
ou put on the knave, you play against
besides, by -making a discovery your

adversary finesses upon your partner
: that whole suit. :
in the necessity of putting on the lowest
tes, suppose that your adversary led a
ch you have the king, queen, and knave,
knave, and ten; by putting on your
ae suit, or your ten of the other, it gives
ler an opportunity of calculating the
1t, and also in all inferior Buits of which
equences. o

you have the ace, king, and two small
ith a quint-major or five other winning
1y other suit, and have played trumps
3, and each person followed suit ; in this
are eight trumps out, and two' remain-
ir hand, which make ten, and three
vided between the remaining three
which it is 5 to 2 that your partner has
therefore, out of seven cards in your
ought to winfive tricks.
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SOME COMPUTATIONS FOR LAYING WAGERS.

Al with the deal.
The deal i8  ccerereccenrerensesercacseaecesa.2] t0 20
1 10VE iBeeucesescaccscoorcnsanenes seeseese10t0 @

2 teeeereseecscrinisesttancecetececessssceceses O 10 4

3 tecererecesecancsoscecosecenssesesesassnsassss 1 1010
PP 3 7 I
5 is 2 to 1 of the game, and 1 of the lurch 2to 1
6 18uceceescrancoccssonsotrsocsesascesssncesness 510 2

ceevsrasesecaecss10t0 3

e 00 ceescscosrcsce so0s0e

Otob
9tod
3tol
9to2
4tol

0 28  veaeereecasensrarersrensnncsnsesenees 8107

2 veevrsrencecsreraeresanssesnsnaseneasens 4103
8to5
2t01
8to3
4to0l
Ttod

4103 I8  ceereeneces sevecnsvserersesaencesnss T 100

5103 siiecrcerrarcecssennsicsancesscesasesces 7 05
6to3 7to4
7t03 .eeeee 7to3
8L03 .evennens 7to?

910 3i88DOUE  aeerereaniiiiiiiininniniienee BN

.

®essesececesscscoqscoce
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\TIONS FOR LAYING WAGERS—confinued.

6to5

6 to 4
2 {1 I8 §
1o esescscorecssasesnscsasececasascereces 3 0 1
about .iiceieecerecccereciincenaees. 502
5to4

5to 3

5to 2

2tol

ee sesscasceossssacessosssssssansecess 4 103

1o seesste.cesesnseosarsscssacasesesssene & £O 1
AbOUt  ecieeriieciciciininciencneeee 7 tO4

—

about . 3to2
ADOUL  cererectccecsassaccescceceneee 12 10 8

vith or without the deal, in favour of 8,

P & X )

PAYNE’S MAXIMS FOR WHIST.

LEADER.

3IN with the suit of which you have most
:;r.  For when the trumps are out, you will
make several tricks in it.

‘ou hold equal numbers in different suits,
th the strongest. Because it is the least
njure your partner.

uences are always eligible leads. A¢

v your paréner without injuring yowr cwn

o
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4. Lead from a king or queen, rather tha
an ace. For since the adversaries will lea
those suits which you do not, your ace will ¢
most harm. -

5. Lead from a king rather than from a
and from a queen rather than a knave.
stromger the suit, the less is your pariner
gered.

6. Lead not from ace-queen, or ace-kng
necessary. For if that suit be led by the
saries, you have a good chance of making tw
in it.

7. In all sequences to a queen, knave,
begin with the highest. Because it will fre
distress your left-hand adversary.

8. Having ace, king, and knave, lead th
For if strong in trumps, you may wait the re
that suit, and finesse the knave.

9. Having ace, king, and one small car
the small one. For by this lead your part
a chance to make the knave.

10. Having ace, king, and two or thre
cards, play ace and king if weak, but a sm
if strong in trumps. For when strong in
you may give your pariner the chance of mai
Jirst trick.

11. Having king, queen, and one sma
play the small one. For your partner has ¢
chance to win, and you %eed not fear to make
queen.

12. Having king, queen, and two or thre
cards, lead a small card if strong, and the
weak in trumps. For strength in trumps
you to play a backward game, and gives your
tke chance of winning the first trick; but if
trumps, lead the king or queen to secure o

that suit.
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ving an ace with four small cards, and
300d suit, play a small card, if strong in
wnd the ace if weak. For strength in
wy enable you to make one or two of the
i3, although your partner cannot support

ving king, knave, and ten, lead the ten.
ur partner hold the ace, you have a good
nake three tricks, whether he passes the ten

ving king, queen, and ten, lead the king.
‘ail, by putting on the ten upon the return
it from your partner, you have a chance of
0 tricks.

ving queen, knave, and nine, lead the
For upon the return of that suit from your
by putting on the nine you will probably
tnave.

SECOND HAND.

'ing ace, king, and small ones, play a

1,if strong in trumps, but the king, if weak
For otherwise, your ace or king might be

n the latter case, and no hazards should be

few trumps but in critical cases.

7/ing ace, queen, and small cards, play a

:. For upon the return of that suit, you

ibly make two tricks.

ving ace, knave, and small cards, play a

. For upon the return of that suit, you

1ps make two tricks.

ving ace, ten, or nine, with small cards,

aall one. For by this method, you have a

‘making two tricks in the suit.

ving king, queen, ten, and small cards,

queen. For by playing the ten wpow the
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tageous to keep back your adversaries’ suit.

7. If you hold a sequence to your highe
in the suit, play the lowest of it. For by thi
your partner is informed of your strength.

8. Having queen, knave, and small ones
the knave. Because you will probably s
trick.

9. Having queen, ten, and small ones,
small one. For your partner has an equal ch
win.

10. Having either ace, king, queen, or
with small cards, play a small one. Fb
partner has an equal chance to win the trick.

11. Having either ace, king, queen, or
with one small card only, play the small or
otherwise, the adversary will finesse upon you

12. If a queen be led, and you hold the
put that on.  For if your partner hold the ¢
do no harm ; and if the king be taken, the a
ries have played two honours to one.

13. If a knave be led, and you hold the
put it on. For, at the worst, you bring do
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2. Having ace and queen, play the ace, and re-
turn the queen. For although it may prove better
in some cases fo put on the queen, yet in general
your partner is best supported by this method.

3. Having ace and knave, play the ace and re-
turn the knave. JIn order {o strengthen your part-
wer’s hand.

_ 4. Having king and knave, play the king; and
1n; it win, return the knave. For the reason in
0. 3.

5. Always play the best when your partner leads
asmall card. As it best supports your partner.

6. If you hold the ace and one small card only,
and your partner leads the king, put on the ace
and return the small one. For otherwise, your ace
vill be an obstruction to his suit.

7. If you hold the king and one small card only,
and your partner leads the ace ; should the trumps
be out, it is good to play the king. For by putting
o the king, there is no obstruction to the suit.

FOURTH HAND.

L. If a king be led, and you hold ace, knave,
and a small card, play the small one. For sup-
pusing the queen to follow, you probably make both
ace and knave.

2. When the third hand is weak in his partner’s
lead, you may often return that suit to great ad-
Vantage. But this rule must not be applied to
rumps, unless you are very strong indeed.

CASES IN WHICH YOU SHOULD RETURN YOUR
PARTNER’S LEAD IMMEDIATELY.

1. When you win with the ace, and can return
;ﬂn honour. ~ For that will greatly strengthen his
nd,

2. When he leads a trump. In which cose re-
o 2



4. When you have no good card in any
suit. For you then entirely depend upon
puriner.

CASES IN WHICH YOU SHOULD NOT RETURN
PARTNER’S LEAD IMMEDIATELY.

1. If you win with the king, queen, or }
and have only small cards left, For the ret.
a small card will more distress than strengthe:
pariner.

2. If you hold a good sequence. For the
may show a strong suit, and not injure his han

3. If you have a strong suit. Because L
from a strong suit directs your partner, and
injure him.

4. If you have a good hand. For in th
you ought to consult your own hand. :

5. If you hol five trumps. For then y
warranted to play trumps, if you think it righ

OF LEADING TRUMPS.

1. Lead trumps from a strong hand, but
from a weak one. Bv which means vou wiil
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tmall trumps, play the king, and wait the return
from your partner to put on the knave. In order
bowin the queen, but if you particularly wish the
tramps out, play two rounds, and then your strong
nit,

5. Having ace, king, and two or three small
trumps, lead a small one. This i8 o let your
poriner win the first trick ; but if you have good
reason for getting out the trumps, play three rounds,
or play ace and king, and then proceed with your

suit.

6. If your adversaries are eight, and you do not
bold an honour, throw off your best trump. For
should your pariner not have two honours, you have
last the game ; and if he hold two honours, it is most
odvantageous o lead a trump.

7. Having ace, queen, knave, and small trumps,
play the knave. For by this means the king only
¢n make against you.

8. Having ace, queen, ten, and one or two small
trumps, lead a small one. For it will give your
Wriner a chance to win the trick, and keep the
cmuand in your own hand.

9. Having king, queen, ten, and small trumps,

the king. For should the king be lost, upon
the return of trumps you may finesse the ten.

10. Having king, knave, ten, and small ones,
lead the knave. Becuuse it will prevent the adver-
%ries from making a small trump.

11. Having queen, knave, nine, and small
trumps, lead the queen. For if your partner hold
the ace, you have a good chance of making the whole
at,

12. Having queen, knave, and two or three
;lrnall trumps, lead the queen. For the reason in

o. 11.

13. Having knave, ten, eight, and small trumps,



right hand : the odds against which ar
3t01.

15. Having only small trumps, play the ]
By which you will support your partner all ;

16. Having a sequence, begin with the |
By this means your partner is best instruc
to play his hand, and cannot possibly be injus

17. If any honour be turned up on y¢
and the game much against you, lead a tru
first opportunity. For your game being des
bad, this method is the most likely to retrieve

18. In all other cases it is dangerous
through an honour, unless you are sti
trumps, or have a good hand. Because
advantage of trumping through an honour
your partner’s finessing.

19. Supposing it is hereafter proper
trumps, when an honour is turned up on y«
you holding only one honour with a small
play the honour, and next the small one.
it will greatly strengthen your partner’s ha
cannot hurt your own.

AN T€ an hannne ha $urnnd in an tha l
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For the knave cannot be of service, as the queen is on
your left.

23, If an honour be turned up by your partner,
and you be strong in trumps, lead a small one;
but if weak in them, lead the best you have.—
By this play the weakest hand will support the

4. If an ace be turned up on the right, you
bolding king, queen, and knave, lead the knave.
4 secure lead.

25. If an ace be turned up on the right, and
you hold king, queen, and ten, lead the king; and
upon the return of trumps, play the ten. For by
this means you show a great strength to your pari-
‘} wr, and will probably make two tricks in them.

‘} 2. If a king be turned up on the right, and

you hold queen, knave, and nine, lead the knave ;

ud upon the return of trumps, play the nine.
it may prevent the ten from making.

27. If a king be turned up on your right, and
you hold knave, ten, and nine, lead the nine; and
Won the return of trumps play the ten. Because
this method will best disclose your strength in

28. If a queen be turned up on the right, and
You hold ace, king, and knave, lead the king;
d upon the return of trumps play the knave.

use you are then certain to make the knave.

29. If a queen be turned up on the right, and
You hold ace, king, and small ones, lead the king;
and upon the return of trumps you may finesse,

Qnless the queen falls. For otherwise the queen
will make a trick.

30. If a knave be turned up on the right, and
You hold king, queen, and ten, lead the queen;
®&ad apon the return of trumps, play the ten. For

&y shis means you will make ﬂ?e teI:l. v




in trumps.



WHIST. 155

OF PLAYING FOR THE ODD TRICK.

1. Be cautious of trumping out, notwithstand-
ing you have a good hand. For since you want
theodd trick only, it would be absurd to play a great

2. Never trump out, should your partner appear
likely to trump a suit. For it is evidently best to
let your partner make his trumps.

3. Should you be moderately strong in trumps,
force your partner. For by this you probably gain
o frick.

4. Make your tricks early, and be cautious of
finessing. That you may not de greatly injured,
though you fail of making the odd trick.

. 5. If you hold a single card of any suit, and
otly two or three small trumps, lead the single
ard. For it will give you a chance of making a
mall trump.

GENERAL RULES.

1. Be very cautious how you change suits, and

let no artifice of the adversary induce you to it.

2. Keep, if possible, a commanding card to

ing in your strong suit when the trumps are
out.

3. Never keepback your partner’ssuit in trumps,
but return them the first opportunity.

4. If you hold a strong suit, and but few trumps,
yather force your adversaries than lead trumps,
unless you are strong in the other suits likewise.

5. Make the odd trick when in your power.

6. Always consider the scores, and play accord-
ingly.

7. In a backward game, you may often risk one
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trick in order to win two ; butin a forwarc
you are to be more cautious, unless you :
good probability of getting up.

8. In returning your partner’s lend, pl
best you have, when you hold but three orig

9. Remember what cards drop from each
how many of each suit are out, and what
best remaining card in each.

10. Lead not originally from a suit of
you have ace and queen, ace and knave, o
and knave, if you hold another moderate su

11. If neither of your adversaries wil
from the above suits, do it yourself with a
card.

12. You are strong in tramps with five
ones, or three small ones and one honour.

13. Do not trump a card when you are
in trumps, and more especially if you hold a
suit.

14. If you hold only a few small trumps,
them when you can.

15. If your partner refuse to trump a ¢
which he knows you have not the best, lea
your best trump the first opportunity.

16. Should your partner have trumped
andrefused to play trumps_ lead him that suit

17. Never force your partner but when y
strong in trumps, unless you have a renounce

JRDR VI L JPUREE
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keeping the command all you can in your own

21. If you lead and make the king of any suit,
do not always conclude that your partner holds
the ace.

22. It is sometimes proper to lead a thirteenth
crd, in order to force the adversary, and make
your partner last player.

23. If weak in trumps, make your tricks soon ;
tut when strong, you may play a more backward
game.

2. Keep a small card of your partner’s first
lad, if possible, in order to return it when trumps
re out.

25, Never force your adversary with your best
ard of a suit, unless you have the second best

26. In your partner’s lead, endeavour to keep
command in his hand, rather than in your
own.
27. If you have a saw, it is generally better to
Pursue it than to trump out, although you should
be strong in trumps with a good suit.
28. Keep the trump you turn up as long as you

29. When you hold all the remaining trumps,
Play one of them to inform your partner ; and then
Put the lead into his hand.

30. It is better to lead from ace and nine, than
from ace and ten.

31. It is better to lead trumps through an ace or

ing, than through a queen or knave.

32, If you have the last trump, some winning
«ards, and one losing card only, lead the losing
<ard.

33. When only your partner has trumps te-
maining, and leads a suit of which you hold noue,
P
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if you have a good sequence of four throw away
the highest.

34. If you have an ace with one small card of °
any suit, and several winning cards in other suits,
rather throw away some winning card than that ~
small one.

35. If you hold only one honour with a small
trump, and wish the trumps out, lead the honour.

36. If trumps have been led thrice, and two re.
main in the adversaries’ hands, force them out.

37. Never play second-hand the best of your
adversaries’ lead, unless your partner has none of it.

38. If you have four trumps, and the command
of a suit of which your partner has none, lead a
small card, in order that he may trump it.

39. If you hold five trumps with a good hand,
play trumps, and clear your adversaries’ hands.

40. If you hold the ace and three small trumps
when the adversaries lead them, and have no parti-
cular reason for stopping the suit, let them quietly
make king and queen, and on the third round play
the ace.

41. When leader with three small trumps, one
strong suit, one moderate suit, and a single card,
begin with the strong suit, and next lead the single
card.

42. Be careful how you sort the cards, lest a
sharp eye should discover the number of your
trumps.

Whaisr is sometimes played by three persons,
one of them undertaking an ideal partner called
dumbmy, whose cards are turned up to view on
the table, which is reckoned rather an advantage
to a good player, but apt to confuse an indifferent

one. Now and then only two people play, ®h
each a dumbmy.
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Three-hauded whist, a game requiring but little
skill, is played by discarding all the deuces,
three, and fours, with one five; each person
acting alone : in this way every trick above four,
and each honour, is reckoned ; in other respects,
these modes do not vary from the usual methods
and rules,

ADDITIONS.

A MODERN writer upon the science of Whist
baving published some doctrines contradictory to
those formerly laid down by Messrs. Hoyle and
Payne, though the greater part of his other di-
rections are copied from them almost word for
word, the Editor of Hoyle’s Games Improved,
states the substance of such of the said writer’s
rules and maxims as appear to be either new,
serviceable, more explicit, or in opposition to
those heretofore mentioned in this volume, to
which references are given in the body of these
additions ; hoping the readers thereof will con-
stantly bear in mind, that material changes in the
cards, or state of the game, often demand a de-
viation from general maxims, and also that various
situations, partners, or antagonists, frequently re-
quire different methods of play, to all of which an
adept can readily accommodate himself'; and again,
that even acknowledged proficients occasionally
disagree upon certain doubtful points, of which an
example occurs at page 154, maxim 3; and for
others, compare Hoyle at page 93, rule 2, with
Payne’s second maxim upon leading trumps at
page 150 ; also Hoyle’s fourth game in page 106,
with the maxims 17, 18, page 152, together with
several more in other places, which an attentive

perasal will enable the student to discover. The
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Editor states, but does not pretend, otherwise
than as above, to explain the reasons of such va-
riations, for

¢ Who shall decide when doctors disagree

Do not perplex yourself with many calculations
at first, but after obtaining a little theorctical
knowledge, prefer contending with good players
rather than novices. Particularly shun those who
direct or find fault during the game, and accustom
yourself never to lead a card without having some
view, even if an erroneous one, for so doing; do
not always judge from the result, as indifferent
play sometimes succeeds where good play would
fail ; finally, when an adept plays in a way you
do not understand, get him, if possible, to favour
you with his reasons, and try them yourself upon
the cards.

After sorting the cards, look at the trump, con-
sider the state of the game with the strength of
your hand, and fix your plan accordingly ; then
attend strictly to the table, except when it is your
turn to play, considering carefully the different
modes pursued by each person, a competent
knowledge of which may direct you in playing
your own game : when possessed of three or four
small trumps only, rather lead from a single card
than a long weak suit ; [see page 92, rule 19] ; and
from a weak suit rather than one in which yon
possess the tenace ; but be cautious of deceiving
your friend, especially in his own or your leads,
and demonstrate your hand to him as clearly and
as early as you can: observe attentively what
cards are played [see page 156, rule 9\, and what

is discarded by any good player, and Wasther e
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time be from the friend or foe ; if from
‘he discard is intended to direct the
herwise it is to mislead the opponent :
cients throw away the best of a suit to
winning card, it is intimating that they
‘he same [see pages 103 and 123, rules 2
d should the second-best be thrown
is saying they do not possess any more ;
xd be led before the next inferior one,
:s a weak suit, and the contrary when
is played first; endeavour likewise to
:ommand of your enemies’ suits, but
e of your friend. [See pages 103, 104,
3 ; and page 148, maxim 1.]
from single cards, without a strength
is hazardous, but often advantageous ;
for when a friend possesses the king
e will lose it should the ace lie behind
suld he win he may play trump, as be-
single card to be from a strong suit, or
3 may do 8o, as guessing at your views ;
'r hand, advantageous, as by so leading
oth preserve tenace in other suits, and
ake some small trumps. [See pages 92
les 19 and 14.] Possessing tierce to a
others of the same suit, lead the knave ;
e-king, or king-queen, with either five
re, play the highest, except in trumps,
ith four or less, lead the lowest ; do the
rer suits when all the remaining trumps
you and friend. Having an ace, or
1mps, with sequence from ten down-
| queen or knave turned up on the left,
n; having ace, queen, knave, or ace,
and more, lead the ace. [Seepage 151,
i/8.] With ace, queen, and ten, When
turned up on the right, lead the queen
P2



finesses are usually proper in trumps ; and if stron
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, finesses may then be ventured in other

trump uncertain leads [see page 95, rules
, and also 13th cards second hand where
: pever if strong in trumps, except to
-saw ; and, unless when your left-hand
appears powerful in trumps, or your
lently intends to force you, although you
lonour, or even a ten, and three other
.0 not hastily overtrump an opponent,
if you possess a strong suit that might
it in by the long trurmp, or that trump
T an enemy from bringing in his suit.
this last rule, will instruct you when
e antagonist.
ly force the strong, sometimes the weak,
both adversaries ; and if your friend re-
mp an opponent’s certain winning card,
is, as soon as you can obtain the lead ;
ould you hold a powerful suit, show it,
o leading trump, unless you possess
ngth in trumps; also with ace and
: trumps, it is often wrong to win the
:cond lead in the same, unless your
1mps a suit, though, when circumstances
1o certain leads in trumps, play the ace;;
except either you have or believe your
a strong suit, do not trump out with
six [see page 158, rule 39]; or when,
eak in them, you are strong in other
' the opponents play from weak suits,
reason stated in maxim 6, at page 151.
‘orce your partner, except you are strong
[see page 118, case 7 ; and paye 156,
|—or when he has led from a single
hows a weak game; or when you axe
" to save or gain an odd trick, or pex.
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ticular point ; or when great strength of trumps
appears against you ; or, if there be a probability
of a see-saw; or when your friend has been
forced, and did not lead a trump—[see page 118,
case 8 ; and page 156, maxim 16]—or possessing the
commanding card, with small ones of your enemy’s
suit, of which your friend is entirely without,
then force him with the low cards, and keep the
commanding one till the last.

When strong in trumps, if you hold ace, king,
and two more of the right-hand adversary’s lead,
either pass it the first time, or win with the ace,
and force your partner by going on with the suit;
should you be weak in trumps, gain the trick with
the ace, but do not continue the suit ; also, in case
the right-hand opponent returns his friend’s lead
immediately, if possessed of the remaining best
card and a small one of that suit, you should play
the small one, but when weak in trumps do not
hazard this in other suits; likewise, if powerful
in trumps, inform your friend as early as you can,
[see page 117, case 1], and when last player, having
a sequence, you should take a small trump with
the highest, and directly lead the lowest—[see
page 124, rule 10]; also when strong, except in
case of a see-saw, you should not trump the se-
cond best of a suit led by your friend, but throw
away a losing card.

When an enemy holds three or four trumps,
and you retain the best only, do not lead that, be-
cause it may be more advantageously employed
to stop the other opponent’s strong suit; but
when both your antagonists possess trumps, and
vour friend is without any, then take out two for
one.

Should a good player throw away a swmall card,

and refuse to trump, the opponent may continie
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he is powerful in trumps, with another strong
one weaker suit; and if an honour be thrown
y, then it is probable he holds only two suits,
of them trumps; in such a situatiorf the op-
ent should force him, and avoid leading
Iklps, but give his own friend a chance to make
s.
/pon winning your friend’s lead with a queen,
aot return the same, except the suit be trumps,
ertainly the ace or king must be with your right-
d antagonist ; and though it is usually proper
eturn a partner’s lead of trumps, be cautious of
1g so, after he has played a nine, ten, or other
btful card ; but when your friend has led trumps
iis own accord, should you hold ace, king, and
1 others, play three rounds ; but if, because you
e shown strength in them, he lead an equivocal
1, pass it the first time.
jood players seldom lead either nine or ten,
ept from a sequence up to the king, or from
3, ten, knave and king, or when best of a weak
,» not exceeding three in number: whenever
r partner so leads originally, and you hold an
our with only one more, put on the honour,
do not act so when with two or more, except
h ace and small cards, then always take it.
thould your friend lead ace, and then queen, of
1it in which you have king and two more, take
queen to avoid stopping the suit: likewise al-
ys play to his lead the lowest of a sequence, in
er to inform him, and win your enemies’ lead
h the highest, to deceive them : for the same
sons keep the card turned up as long as pos-
le when the friend leads a trump, but act
ferently when an opponent is the leader. [See
10115, rule 3; and page 157, maxim 28.) When
r partaer leads a 13th card [see page 157, Tule
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22], whilt;lmo;t of the h;;np. are in hand, itis-
usually a hint for you to & good trump upm
it, and with only three of his lead in any st °
return the highest, with four, the lowest [
page 156, rule 8] ; when you hold an indifferent;;
hand, always sacrifice it to your partner. s

-Should the right-hand opponent call, and yout:
friend lead through him, you, possessing ase:
king, with a nine and trumpe, may finess,
the nine. [See page 126, rule 19.] -

When any one of the party, calls before. his
time, it is often a hint to the friend to lead his
trump [see page 124, case 11]; and that
should show whether he be powerfal or wesk
them, that in the first instance the player mey
preserve his own strong suit entire, or throw awsy
from it, and keep guard on those of the adversss
ries in the latter situation. Every player should
also at other times, with reference to his om
hand, keep guard on the enemies’ suits, whenhei#
weak in trumps, or throw away from them whes
strong, and always discard from the friend’s power-
ful suit.

If you hold ace, knave, and a small trump
finesse the knave to your partner’s lead; als,
when strong in trumps, act similarly in any sui%
and unless a trick will save or gain a i
point, constantly pass your friend’s ten in every
suit where you possess ace, knave, and another.

When twelve cards of the same suit remais,
and your friend leads after ten rounds have bees
played, should you possess king, ten, and anothef,
and have acquired six tricks, you can win the odd
one, however the cards may lie ; should your right-
hand opponent put on queen or knave, play the
king ; if a smaller, the ten; but when you haw
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only five tricks, play the king. [See page 127, rule
22.]

Many persons holding tierce-major lead king,
and afterwards queen; this method is often the
cause of harm, when king and queen happen to
have been so played, and the ace kept back by an
enemy.

When the last player wins an opponent’s lead,
it is better to return it than begin from a weak
suit [see page 95, rule 10; and page 149, maxim
1]; and also a last player, having ace, knave and
another, should not take a king led, as the adver-
sary must then either change the suit, or give him
tenace therein.

‘When, being second player, you hold ace, queen,
and more, in any suit led, play a small one [see
page 147, mazim 2]; except your antagonist should
lead knave or king, then always put on the ace, but
pass the knave when ace is your only honour ;—
with ace, knave, ten, and another in trumps, play
the ten, in other suits the small card;—holding
ace or king, with ten and another, do not take the
queen, but win it when possessing any lower card
instead of the ten [see page 148, maxim 12]; with
ace, queen, and ten, put on the ten ;—having only
three of the suit, play, when able, an honour on an
honour (except ace on knave, as above directed),
but not when possessed of four or more; with
king, and one other only, sometimes play the
king, but generally if tramps, and always when
turned up—queen or knave should not be played
unless a superior honour has been turned up on
the right ;—with king, queen, &c. put on either;—
queen with knave, and one other, the knave [see
page 148, mazim 8) ;—should the right-hand adver-

sary return the knave after winning his partner' s
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lead with either king or ace, avoid putting on the
queen :—with only small ones, the lowest.

Play the close game for the odd trick, force the
friend, and be very cautious of lea.dmg trumps,
or finessing— [see page 155, maxims 1 to 5]—
also play the obscure game whenever it appears
that the winning cards lie between you and the
adversaries, and a clear one when your friend pos-
sesses a good hand.

When at eight, and holding two honours, consi-
der the enemies’ score, previous tocallmg, whether
by your not doing so they are likely to save their
lurch or win the game : when the antagonists do
not call at eight, should you be four or nine, itis
clear that you and your friend hold at least two
honours ; should both sides be eight, and no one
call, each player must possess an honour.

Generally trump when it is apparent that your
partner, if an adept, wishes you to do so, but con-
sult your own hand when he is an indifferent

layer.

When the left-hand opponent refuses to tramp
your winning card, should you hold the command-
ing card of the suit he throws away, lead the same
directly.

After the trumps are all out, whoever possesses
the commanding card of the opponent’s suit, may
play as if retaining the 13th trump.

Should the right-hand adversary lead a card on
which his partner plays the knave or queen, and
your friend gains with the king; should that ad-
versary again lead a low card of the said suit, play
the ten if you have it.

When the left-hand opponent leads a king, ap-

parently in hopes of afterwards finessing the
knave, and you happen to retain gueen and ane-
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ad the small one through him, the first
mity. :
1 being third player, you hold the best and
a suit led, on which the second player has
the fourth, be fearful of finessing the third,
about three to two, and sometimes two to
: that the last player holds the second-best.
ges 121, 122, case 2.]
1 your partner renouncing to a lead, thereby
s his strong suit, should you hold a single
the same, lead it as soon as possible.
1d the last player hold a tierce-major and
ird in trumps, tierce-major and two others
ond suit, king and a low card of a third,
een or knave and small one of the fourth,
h the opponent has led the ace, the last
hould throw away queen or knave in expec-
f thereby obtaining a change in the lead.
1 your partner, if a good player, changes
e first suit, keep the commanding card or
>f the fresh suit, and do not return it as in
an original lead.
sients often practise an underplay, viz. after
the trick, and holding the best card of the
1y return the lowest of the left-hand adver-
ead, in hopes their partner may make the
nd they themselves afterwards take the se-
st; or, possessing the first, third, and
ards of a suit, of which their left-hand an-
- has thesecond best guarded, by leading the
t is often passed, and thereby every trick
This method is always proper when
n trumps; but if weak, make the sure tricks
as possible.
iples of Tenace.—When one player holds
en and a small card, and the antagoniey,
we, and another of the same suit, the Hirek-
Q



170 WHIST.

mentioned, by leading the small card, gains the
tenace and two tricks ; but by playing ace first, he
would get only one; while the antagonist, let him
lead what he will, could only obtain a trick. Sup-
pose also, 1st, after nine rounds, and as many
trumps out, the person whose turn it is to play
holds the second and fourth trump, with ace and
a small card of any suit not led, and his left-hand
opponent possesses the first and third trump, with
king and another of the suit of which the person
to play holds the ace; should he lead the ace, the
opponent ought to throw away the king, trusting
that his partner may win the next trick, and then
leading through the first player, prevent him from
making either é6f his trumps.—2d. After ten rounds,
should any one retain king, queen, and ten of a
suit not led out, his left-hand adversary ace, knave
and a small card, and the first-mentioned lead his
king ; if the other pass it, he will gain tenace and
two tricks, but only one if he take the king.—3d.
A third player possessing ace, knave, and ten of
his partner’s lead, by finessing knave or ten, may
obtain two tricks, especially when a forced lead ;
but unless his partner held an honour in that suit,
no more than one trick could be gained by play-
ing the ace. [See page 120, case 19.] Tenace is
easily maintained against the right-hand, but with
great difficulty against the left-hand antagonist.
A critical Point.—Suppose the parties, each at
nine and ten tricks played out: A to have gained
six of them, and to possess knave and a small
trump, with two diamonds and the lead ; B the
antagonist on the left, the queen and ten of trumps,
with two clubs: C the friend, two low trumps
and two diamonds ; and D the right-hand enemy,
ace and a small trump, a club and a heart; Aleads
the best diamond, which, passed by B a0d G, e
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be won by D, who trumping with the ace, and
next leading the small one, puts the tenace into
B’s hands and thereby obtains the game.

Keep, if possible, the advantage of the tenace
titiation, when the winning cards are with you
and the right-hand antagonist, and give the same
to your friend where the strength of any suit is

een him and your enemy on the left, recol-
lecting, that when the last-mentioned, or you lead,
the tenace is against the said adversary, but for
him, if your partner lead ; who being supposed to
hold the first, third, and another of any suit, when
your Jeft-hand opponent possesses the second or
fourth card, with a small one of the same, and the
lead, and plays the small one, you, as last player,
thould take it, even though already won by your
partner, and afterwards by leading through the

prevent him from gaining a trick.

Suppose a person, after nine rounds, to retain

two lowest trumps, with two forcing cards and
the lead, the two best trumps being in one or both
of the enemies’ hands, if the player to lead and
bis friend are at seven, and have won six tricks,
he should then lead a trump, because if the trumps
thould lie one in each opponent’s hand, he would
thereby obtain the game; but if the adversary be
atnine, then this mode should not be risked, for
should the superior trumps lie both in one hand,
the odd trick would be hazarded.

The13th trump is of great consequence; a player
holding it, with ace and four small cards of any
suit not led, and of which the enemy plays king
and queen, may by passing both these gain three
tricks in the suit, whereas by taking the king he
would only gain one.

-
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SHORT WHIST.

Tai1s game has lately come so muchinto fa:
that it cannot but find a place here, thougt
need be said of it. It differsfrom the common \

1. In kalf the number of points, five, inst«
ten, constituting the game ; and hence the
lation given to it of short.

2. As to honours, which are never called, t!
always counted, except at the point of four,
answers to the point of nine in the other gam
tricks in like manner have at this precede
honours.

3. Asto the stakes, respecting which eight |
may be gained ; us a game here may not n
be a single or a double, but a treble one. 1
single game, if the losing partners do not
three points ; double, if they mark but one o
points, as may be agreed upon; and treble, i
do not mark a point; and two points are al
for the rubber.

The laws and penalties as to both games a
same.

Five, instead of ten, constituting the ga
Short Whist, brings it much more withi
sphere of chance than Long Whist, for b:
senting a more extended field to the operat
your cards, it neutralizes the good skill of
player, reducing his advantage over an ir
adversary in the ratio of one half.

The odds are likewise considerably altere
is full 5 to 6 in favour of the dealer for the
and 6 to 5 for the rubber; while in the old

it is only 21 to 20, an advantage in the \on
that will triumph over the most consumme!
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Although there exists no very great difference
between the two games, the essential point is to
seize this difference, and to make a skilful appli-
cation of the general rules of the old game, modi-
fed as circumstances may require—a quality
which stamps the good player. The advantage,
however, which in the old game eight has over
nine, does not exist at Short Whist at the corres-
ponding points of four and three, for as at the
latter the honours are never called, three is no
better than two, as unless you make the odd trick
you lose the game. It follows, therefore, that the
most approved tactique is a bold, dashing, en avant
system, almost the very reverse of the Fabian
policy of the old one, which presents so wide a
field for stratagem and manceuvre. Short Whist
is very fast encroaching on the popularity of its
parent ; and the reason is obvious—it affords the
excitation of higher play in the ratio of 2 to 1.

In order to reduce the operation of chance,
which at this game so narrows the exercise of

skill, it has long been the practice at some clubs
to halve the honours—that is, to make four
count for two, and three for one.

There is one very curious fact connected with
Whist, and which has been passed over in silence
by every writer upon this beautiful game. It is
this, that after a mis-deal, on dealing with the
same pack, one of the players will hold at most
but one of a particular suit. To account for the
fact itself, or to measure even its variations, viz.
the particular suit or the hand in which the phe-
nomenon may occur, bids defiance to all human
ingenuity, but it is a fact that occurs nine times in
ten, and which without any further observation,
will suggest to the reader the policy of calluglor
a new pack of cards every time a misdes\ occurs.

Q2
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ECARTE.

Lixe Piquet, the game of Ecarté is playec
thirty-two cards; the king is the highest
the ace ranks after the knave, and the rem:
cards have the same relative value as at Wh

EXPLANATION OF THE TERMS.

EcArTER ; fo Descard. The throwing out
or more useless cards for the purpose of rep
them by others from the talon or pack.

ELper Haxp. Is the person who win
first trick previous to when it is the party op
to the dealer.

Forcine. Is playing a suit which the s
sary cannot follow.

Poi~Tt. Is three tricks out of the five;
points are the game.

ProrositioN. Is an offer of discarding.

QrarT. A sequence of four cards.

Quarr-Major. A sequence in which th
is included.

QuiNT. A sequence of five cards.

Quint-MaJor. A sequence in which the
is included.

Revoke. Is not being able to follow suit

Score. Is the state of the game.

Sequexce. The regular succession of any
ber of cards in hand.

SixgLe. Is when one party wins the
after the adversary has won three.

DousLe. When one party wins before h
ponent scores three.

TreEsLe. When one party wins the gav
fore the other has scored one pownt.
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Tierce. A sequence of three cards.

Tierce-MaJor. A sequence in which the king
is included.

UxperpraviNG. Is following suit with a card
of inferior value, when you have a commanding
one in hand.

Vore. Is when a party wins every trick.

LAWS OF THE GAME,

Ecarté ought to be played with two packs dis-
tinguished by backs of different colours.

At the commencement, the dealer may select the
colour he pleases, but having done so, he must play
with them during the game.

The deal is determined by cutting the highest
card. The cards must be shuffled by the dealer,
and cut by his adversary; but the latter has the
privilege to shuffle them before cutting, and the
dealer, on his side, to shuffle them again before
they are cut.

The game consists of five points.

The player who makes the point scores one, and
for the vole two.

The king always counts for one, whether it be
tarned up or dealt; but if held in the hand, it
must be announced before the player plays, or he
loses the right to mark it; and if either party an-
nounces the king when he has it not, the adversary
marks one for the mistake.

OF DEALING.
Five cards are dealt either by three and two, or
vice versd, to each player; but whichever mode
be adopted at the commencement, it must be ob-
served throughout the game. If departed from, Yoe
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adversary before looking at his cards may insist
upon a new deal. - : .

A card faced during the deal, renders it void,

unless it happen to be the eleventh, or trampesni,
“which is to be turned up. :

If the dealer faces one of his adversary’s carisy
the deal is void, or not at his option ; .bat if te
card belongs to the dealer, it is not void. Shoull
the dealer distribute too many cards to his adve-
sary, he may either throw out the superfiaom
cards, or call for a new deal. If the dealer givs.
less than the right number, the ad
complete them from the talon, without
the trump card, or call for a new deal.

h

If, on the other hand, the dealer has too mazy |

cards, his adversary may either demand a
deal or draw the superfluous cards. Again, if be
has a less number than he ought to have, the s
versary may demand a new deal, or permit the
number wanting to be taken from the falon. If
two or more cards be turned up by the dealer,
adversary may ascertain, if possible, which
have been the trump card, and it must be consi
dered so if discovered ; or he has the privilege of
putting aside all the cards which may have been
seen, and to have a fresh one turned up; orhe
may demand a new deal, provided he hath not
seen his cards.

If either party have more or less cards thanbe
ought to have, and discards for the purpose of
exchanging, without acquainting his adversary of

¥

the circumstances, ke loses fwo points, and likewise

the right of marking the king, whether it be turned
up or in hand. If either player deal out of his
turn, and it be discovered before the trump card
is turned, a new deal may be called for; but
should the turn-up card be faced, the cards ought
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to be put aside for the next deal. If the wrong
deal be notdiscovered before discarding or playing,
it stands good.

If either party plays out of his turn, he must
take up his card, unless his adversary had played
to it, in which case it is a good trick. Either
party looking at his adversary’s tricks, may be
compelled to show his own. A player throwing
down his cards forfeits two, if has not won a
trick ; and if has won a trick, he loses one. A
player is considered to have thrown down his
cards if he lowers them so as to lead his adversary
to think that he has given up the game, and under
that impression has induced him also to show his
band. A player quitting his seat without his ad-
versary’s permission, and of any person backing
his play, must be considered to have given up the
game; bat in that case, a better may take up the
cards, and finish the game.

A player revoking or underplaying, cannot score
the point if he win it ; and likewise, if he make the
vole, he can only score one, or he may be com-
pelled to play the hand over again.

OF DISCARDING.

If the first player be dissatisfied with his hand,
he may propose, but it is at the option of the
dealer to accede or not to his proposal.

If the dealer accedes to the proposal, he gives
his adversary, from the talon, cards corresponding
to the number he may have thrown out, and then
in like manner discards from his own hands as he

leases.

Should the dealer not accede to the proposal
to discard, or that his adversary plays without

proposing, the opposite party if he make the povet
is entitled to score two,
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If either party propose or refuse to disceri, e
cannot retract, neither can any alterstion bemad
in the number of cards

Previous to receiving cards from the tsles,
each party must put aside the . discarded omtt
which cannot be again taken in hand, even if ey’
be trumps ; and any player looking at his -
carded cards, m;zbe compelled to play with b
hand upon the table. ’

If the dealer, after discarding, face a card, bt
adversary may again discard or demand the cwl
80 seen. . .

Should the dealer give more or less cards thet
are demanded, he loses the point, and the right®
count the king if in hand, but not if it were the
trump card originally turned up.

Should the dealer take more cards than he s
discarded, he loses the point, and the right ®
count the king in hand; but if he takes less,
may make it up from the talon, and if the em®
be not discovered until he has played, his adve~
sary is entitled to count the tricks which he ca
not play to.

If the elder hand demand more cards than e
has discarded, he loses the point and likewise the
right to count the king; but should he ask fors
less number he does not lose the right to mak
the king.

Should the cards be faced after di ing, fresh
cards may be called for, but not a new deal. )

If after discarding, a second proposal for dis- -
carding is made by the elder hand, the refusal of
the dealer to comply does not subject him to for-
feit two, should he lose the point.

If the elder hand, with the permission of the
dealer, discard several times, he may take from the
talon as required; and if by that means the stock
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be exhausted, so that there remain none for the
dealer to exchange, he must keep the cards he has
dealt ; and if he should have discarded before dis-
covering his mistake, he must draw the number
of cards wanting to complete his hand from those
thrown out by his adversary.

Either party, after discarding, playing with more
than five cards, loses the point and the right of
counting the king.

DIRECTIONS FOR PLAYING.

When you have three tricks in hand always
discard, unless, indeed, your adversary is four;
then, to discard is imprudent, as you afford him a
chance of taking in the king. Again, it is some-
times imprudent to discard when you wish to
throw out less than a majority of your cards, as
the chances of taking in two good cards are against
you, and you further cannot tell how many your
advers may discard. Thus, the elder hand
llavingmz:e option of the discard and the lead,
ought to consider well his hand before he pro-
poses.

There are certain hands which are styled jeux
de regle; in other words, games which caunot
be lost, but by the chance of your adversary hold-
ing two trumps. With such a combination of
cards, it is against all rule tp discard.

1. If you hold one trump, a king, with a queen,
and two cards of her suit, commence with the
queen and her suit, and if the queen should be
tramped, you have two cards for the rentrée, to
regain the suit and continue the game.

2. If you hold one trump, with a king and three

;:;13 of his suit, begin with the tramp if a good
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3. Ifyou hold one small tramp, a tiercs-mejor,
and one small card of any other suit, commens
with your strongest suit by playing the kiog; sl
if trumped, regain with your own trumsp the led,
and play again from your strong suit. .

4. If you hold two trumps, an ace, and ket
of one suit, and a knave of another, commencs
with the guarded knave; and if you make the trick |
and that your trumps be good ones, fallow @
with them:.

5. If you have two trumps and three cards of -
another suit, lead off with the best card of th,
other suit, holding the trumps in reserve, ¥

6. If you have two trumps, an unguarded kisg
and two other cards, play a small card and regsia
the lead by a trump, return the lead with the
other trump, and if it passes, play your king.

7. If you have two trumps, a queen, and an- -
ther card of her suit, and a small card of .a thin
suit; supposing one of the trumps a good ons,
play your queen ; and if trumped, you may m
the lead with your small trump, play the h
and then continue the queen’s suit. If both the
trumps be small, commence with the single candy
and if your opponeant takes it and should returs
the suit, your small trumps will tell.

8. When you hold a king unguarded, and ano-
ther king with a card of the same suit, a queea
and another card of her suit, none of which are
trumps, play the guarded king, and follow it up
with the same, and should your adversary trump -
it, you may regain the lead with your other kisg
or the queen.

9. With a sequence of three trumps, lead off the
highest.

10. If you lead a trump, and find that your ad-
versary cannot follow a suit, reserve your re
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maining trumps to regain the lead, and play any
unguarded court card you may have.

11. If after making two tricks you hold the
queen and two small trumps, play a small card
rather than the queen, as your adversary may
take her with the king. .

12. If you have a bad hand, and only one trump,
always lead a single card, the best you have, and
resekrve your trump for the chance of making a
trick.

13. There is, however, one point when it is bad
policy to declare the king should you hold it.
Supposing that you mark ¢hree, and that your ad-
versary does not allow you to discard, or that
being himself the eldest hand, he should play
without proposing; in either case, if he does not
make the point, he loses two, which gives you the
game, a result you will have a greater chance of
obtaining by masking your hand ; in other words,
by not announcing that you hold the king.

From the above it will be deduced that more
depends upon skilful combination, and a quick
calculation of the chances at the several stages of
the game, than upon good cards. But more fully
to illustrate our position, we subjoin two games,
which we recommend to the attention of the
learner as good practice.

GaME 1.
Dealer. Eldest-hand.
Ace, king, and nine of Queen of trumps.
spades. Queen of clubs.

Knaveand nine of clubs. Ace of hearts.
Eight and seven of
spades.

7The elder hand commences with the eight of
R



182 ECARTE.

spades, the dealer may take it with the ‘miss
but should he do so loses the 3 Wy
on the contrary, if he play the k will wha

4
it, because, by playing the king, hi dvlﬂ
is induced to think that he has no mere of &
suit. . -
The dealer will then play his knave of
which the adversary takes with his-queen,
returns his queen of trumps, and having with
eight of spades forced his opponent’s king, is
to imagine his seven the best spade, and loees
point. On the other hand, iIf the dealer
taken his eight of spades with his nine, his
nent would have followed his queen of trumps vil:
the ace of hearts instead of playing the sevead
spades, and have made the point.

s

GaME 2.

Dealer. Elder-hand.
Queen and nine of Knave and ten of
trumps. trumps.
Knave and ten of clubs. King of diamonds.
Seven of hearts. King and ten of hesrts

The elder hand having here the chance of t
vole, he dashes off with the king of diamonds, asl
as the queen is the only card against him, he msy
finesse his knave of trumps ; and, if the king of dit-
monds should be trumped, he may still play
the point. Should the dealer follow with the knave
of clubs, the elder-hand will trump it with thetess
return the king of hearts, and make the point;
but if, instead of so doing, he had played his kna®
of trumps, the dealer would have captured it
the queen, and made his ten of clubs. To th
king of hearts the dealer will play the seven; ti*
elder-hand plays the ten of hearts; the desl
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trumps it, returns his ten of clubs, which is
trumped with the knave, and thus the elder-hand
wins the point.
The foregoing illustrations will familiarize the
learner with the fundamental principles and the
finesse of the game, and a thorough knowledge of its
chances will guide him as to the policy of discard-
ing; above all, he must always well consider the
state of the score, and remember that the policy of
the dealer is not that of his adversary, neither is it
the same at all points of the game. Again, let him
take care that his countenance be not the index of
Kis hand ; @ novice, by his hurried manner of pro-
posing, often betrays the weakness of his hand to his
edversary, and thus defeats his own object. Cool-
ness and impassibility of countenance are two in-
dispensable qualities at Ecarté.

OF BETTING.

Bystanders may bet on either of the players,
and may give advice as to the way the hand
thould be played, &c. The player, however, is
Dot obliged to follow the advice of those who may
bet upon him. Again, should a better overlook
the cards of the adverse player, the latter is en-
tiled to his stake. A person betting may inter-
fere if he observes that the adverse player has
marked more than he was entitled to do, or in
fact, revokes or violate in any other respect the
rules of the game.

Should a player throw down his cards and re-
tire from the table without consent, any person in-
terested may take up his hand and finish the game.

The players have the right of covering all bew
a preference to other persons.
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On the termination of the game, the wireer
divides the stakes; of course taking due care,is
the first place, of number one.

.Should, on the division of the spoil, any dei-
ciency be discovered—a contingency of no unire-
quent occurrence where many are playing—the
dealer is not responsible, but the betters are to
s:lbmit to a reduction proportionate to ther sew-
ral stakes.

CALCULATION OF THE ODDS. -

Against the dealer turning a king itis 7to I~

That the elder-hand or dealer does not take i
supposing they discard three cards, two trump
are 4 to 1 against him.

One or more, 3 to 1 for him.

With one trump in hand, on discarding thre,
the chance of taking in two more trumps is 6} tol
against him.

One or more is about 6 to 5 for him.

That either hand does not hold the king the
first time, are 54 to 1.

N.B. When the dealer and the elder hand di-
card the same number of cards, their chance is the
same, and varies only in ratio to the relative nus-
ber of cards discarded by each.
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PIQUET.

Piquer is played by two persons, with thirty-
two cards : the ace, king, queen, knave, ten, nine,
eight, and seven of each suit. The ace is the su-
perior card, and equal to eleven points; the king
ranks above the queen, and the queen above the
knave, &c. The three court cards are each equal
to ten points, the rest counting for as many
points as they have pips.

The game consists of 101 points. The players
begin with shuffling the cards; they then cut;
he who cuts the lowest deals, but the great ad-
vantage is in being elder hand. The dealer
then shuffles the cards again, and presents them
to his adversary, who may also shuffle, but the
dealer must have the last shuffle. If the adver-
sary should scatter the cards, or cut but one off,
or Jeave but one at the bottom, the dealer may mix
and shuffle them again. The dealer is to give
twelve a piece, by two at a time, and the eight
cards which remain must be placed upon the
table, and are called the talon or stock.

In this game there are three superior chances,
viz. the repique, the pique, and tﬁe capot, all of
which may be made in one deal, as thus : suppose
one of the players to have four tierce-majors, his
point to be good, and he is eldest hand : he begins
by counting three for his point, then twelve for
his four tierce-majors, next fourteen for the fourx

R 2
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aces, fourteen for the four kings and fourtees fir
the four queens, then sixty for the nﬁe. thir-
teen he gains in phyl;l:\& the cards; he bos.
forty for the capot, which make one -
dred and seventy : this stroke, hasnent
happened, but it is just if it ever should. :
o pique the adversary, you must be el
hand ; for if youngest, your adversary counts @
for the first card he plays; and then you haweg;
counted only twenty-nine in hand, even if 8.
take the first trick, it will not authorize you i
count sixty, but only thirty. :

The carte-blanche precedes every thi
follows the point, then the huitiémes,
tiémes, the sixiémes, the quints, the (}‘uam,
tierces, the four aces, kings, queens, knaves,
tens ; then the three aces, kings, queens, knaves, '
or tens; then the points gained in playing the
cards; and the last is the ten for winning the
cards, or the forty for the capot. After sortis§ 1
the cards, the first thing to be considered i
whether you have a carte-blanche ; if so, let your
adversary discard, and when he is going to
in lay your twelve cards on the table, countisg
them one after another.

The players having examined their hands, the
clder-hand may discard five cards or fewer as he
may deem for his advantage, and, laying them
aside, he takes as many from the Zalon or hesp;
the youngest hand can lay out three only, unles
any of the five allotted to his adversary be left,
which he may take or not, as he pleases.

In discarding, the first intention in skilfol
players is, to gain the cards, and to have the
point, which most commonly engages them to -
keep in that suit, of which they have the most
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rds, or that which is their strongest; for it is
mvenient to prefer, sometimes forty-one in one
ait to forty-four in another, in which a quint is
1ot made ; sometimes, even having a quint, it is
more advantageous to hold the forty-one, where,

if one card only be taken in, it may make it a

quint-major, and gain the point, or the cards,

which could not have been done by holding the
forty-four, at least without an extraordinary

take-in. Also endeavour, in laying out, to get a

quatorze, that is, four aces, kings, queens, knaves,

or tens, each of which counts for fourteen, and is
therefore called a quatorze. The fourteen aces in
your hand hinder the counting fourteen kings in
the adversary’s, &c., and by this superiority you
may count a lesser quatorze, as of tens, notwith-
standing your adversary may have fourteen kings,
&c., because the stronger (viz. the aces) annuls
the weaker: and also, in the want of a lesser
quatorze, you may count three aces, three kings,
three queens, three knaves, or three tens. Three
aces are better than three kings ; and he who has
them may by virtue thereof count his three tens,
although the adversary may have three kings; in
favour of a quatorze you count not only any lesser
quatorze, but also all the threes which you have,
except of nines, eights, and sevens. The same is
to be observed in regard to the hutiémes, sep-
tiémes, sixiémes, quints, quarts, and tierces, to
which the player must have regard in his discard-

l];g, so that what he takes in may make them fo
m.

The point being selected, the eldest hand dr
clares what it is, and asks if it be good: if F
adversary have not so many, he answers it

swod; if he have just as many, he answers

@ywa/; and if he have more, he answers it
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good ; for whoever has the point, whether eldest
or youngest, counts it first; but if the points be
equal, neither can count; it is the same when
the players have equal tierces, quarts, quints, &c.,
and whoever should hold several other sequences,
either of the same goodness or lesser, cannot count
them.

After the elder hand has counted the point, he
should examine if he have not tierce, quart, quint,
&c., and then if any quatorze, or three aces, kings,
&c., that he may reckon them, should his adver-
sary not hinder him by having better.

The points, the tierces, quarts, quints, &c., are
to be shown on the table, that their value may be
seen and reckoned; but you are not obliged to
show quatorzes, or three aces, kings, queens,
knaves, or tens.

After each has examined his game, and the
elder, by the questions asked, seen every thing
that is good in his hand, he begins to reckon.
The carte-blanche is first reckoned, then the
point, next the sequences, and lastly the quatorzes,
as well as three of aces, kings, &c., after which
he begins to play his cards, counting one for each,
except it be a nine or an inferior card.

After the elder-hand has led his first card, the
younger shows his point, if it be good, also the
sequences, quatorzes, or threes of aces, kings,
&c., and having reckoned them all together, he
takes the first trick, if he can, with the same suit,
and counts one for it; if he cannot, the other
turns the trick and continues; and when the
younger hand can take the trick, he may lead what
suit he pleases.

A good player is principally known from an

indifferent one by his manuer ; and Xis not poe-
sible to play well without knowing the strength ot
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the game ; that is to say, by your own hand you
should know what your adversary may hold, and
what he must have discarded, and great notice
should be taken of what he has shewn or reckoned.
There are no trumps at piquet, but the highest
card of the suit if played takes the trick.

Should the elder hand have the misfortune to
hold neither point, sequence, quatorze, or threes
which are good, he must begin to count by play-
ing that card which he judges most proper, and
continue until his adversary has played a superior,
to gain the lead in his turn. This method must be
continued till all the twelve cards are played, and
ke who takes the last trick counts two. Then
each player counts how many tricks he has taken,
and he who has the most reckons the cards; but
thould they be equal, neither side can count any
thing for the cards.

As soon as a deal is finished, each player should
mark how many points he has made, and so pro-
ceed until the game be completed; and after every
deal the cards must be shuffled and cut for the
Bext; each player taking his turn, unless the game

concluded in one deal. -

When you begin another game, the cards must
be cut afresh for the deal, unless it be agreed upon
¥first, that the deal shall go on.

TERMS USED AT PIQUET.

Caror is when either of the players makes every
‘iek, for which he scores forty.

Carps signify the majority of tricks, which
‘ckon for ten points.

CanTE-BLANCHE means a hand without a court
wrd in the twelve dealt, which counts for ten, and
kes place of every thing else.
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points as are obtained above thirty.

PoinT, the greatest number on the ca
same suit in hand, after having taken in,
by their pips, scores for as many points

Quarr, four cards in sequence of the :
counts four points : there are five kinds
the first called quart-major, consistin,
king, queen, and knave; the second
king, queen, knave, and ten; the third
queen, knave, ten, and nine; the fourtl
knave, ten, nine, and eight; the fifth,
quart or quart-minor, of ten, nine, ¢
seven.

Qarorzr—the four aces, kings, quee
or tens—scores fourteen points.

QuINT means five cards of the same ¢
quence, and reckons fifteen points : ther
sorts of quints ; a quint-major of ace, ki
knave, and ten, down to knave, ten, ni
and seveu, styled a quint-minor.

Reriquesignifies when one of the play
thirty or more in hand, before the adve



PIQUET. 191

mts for seventeen points; there are two sep-

mes, one from the ace, the other from the

og.

'_I'Hnnns of aces, &c., down to tens, reckon three
oints,

TaLon or Stock means the eight remaining
cards after twelve are dealt to each player.

Tierce, or sequence of three, reckons for three ;
here are six kinds of tierces—tierce-major, of ace,
king, queen; down to nine, eight, seven, styled
tierce-minor.

MR. HOYLE'S GAME AT PIQUET.

1. PLaY by the stages of your game; that i,
when behind your adversary, play a pushing game,
otherwise you ought to make twenty-seven points
elder-hard, and thirteen points younger-hand ;
aud always compare your game with your adver-
sary’s, and discard accordingly.

2. Discard in expectation of winning the cards,
which generally make twenty-two, or twenty-
three points difference: therefore do not discard
for low quatorze, such as four queens, four knaves,
o four tens, because in any of these cases the
odds are 3 to 1, elder-hand, and 17 to 3, younger-
band, that you do not succeed ; for if you throw
out an ace or a king, you run the risk of losing
tbove twenty points, in expectation of winning
fourteen.

3. At the beginning of a party, play to make
m game, which is twenty-seven points elder-

, and thirteen points younger-hand : sup-

pose you are elder-hand, and have a tierce-wajor,
4od the seven of any suit, it is 5 to 2 but that yo
&te in one out of any four certain cards ; therefo



would discard the seven to great disadvan!

4. Should your adversary be consider:
fore you in the game, the consideration of t.
must be put quite out of the question; th
suppose you should have a quart to a quee
a knave ; it is only about 5 to 4, being elde
but that you take in a card to make you ¢
about 3 to 1 but that you take in a g
knave, or ten; and should you have t
either dealt you, push for the game, part
if it be so far advanced as to give you br
chance in another deal; and in this, an
cases, have recourse to the calculations as
ing the odds.

5. Gaining the point, generally makes
ference ; therefore, when you discard, ende:
gain it, but do not risk losing the cards.

6. Saving your lurch, or lurching you:
sary, is so material, that you ought alway:
some points to accomplish either of them.

7. If you have six tricks, with any winn
in your hand, play that card ; because, at le
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losing two or three points for the gaining of one,
because that point brings you within your show.

9. The younger-hand is to play upon the de-
fensive ; therefore, in order to make his thirteen
points, he is to carry tierces, quarts, and espe-
cially strive for the point; but suppose him to
have two tierces, from a king, queen, or knave, as
itis 29 to 28 that he succeeds, he having in that
case four certain cards to take in, to make him a
quart to either of them, and, perhaps, thereby
save a pique, &c., he ought preferably to go for
that which he has the most chance to succeed in ;
but if he have three queens, knaves, or tens, and
should attempt to carry any of them preferably to
others, the odds that he does not succeed being
17 to 3 against him, he discards to a great disad-
vantage.

10. The elder or younger-hand should some-
times sink one of his points a tierce or three
kings, queens, knaves, or tens, in hopes of win-
ning the cards ; but that is to be done with judg-
ment, and without hesitating.

11. It is often gonod play for a younger hand
not to call three queens, knaves, &c. also to sink
one card, of his point, which his adversary may
suppose to be a guard to a king or queen.

12. The younger-hand having the cards equally
dealt him should not take in any card, if thereby
he run the risk of losing them, unless he should
be very backward, and have a scheme for a great

game.
13. Should the younger-hand have a probability
of saving or winning the cards by a deep discard ;
as, for example, suppose he should have the king,
queen, and nine, and the king, knave, and nne
ora suit; in this case he may discard either ot
those suits, with a mora] certainty of not being
s
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we guarded there, probably he is unguarded
ther ; but should the elder-hand lead from
of which he has the most, and find his
ry’s queen guarded, in that case he has no
to save or win the cards.
f the elder-hand be sure to make the cards
by playing in any particular manner, and
nced before his adversary in the game, he
not risk losing them ; but if his adversary
tly before him, in that case his interest is
losing the cards, in expectation of winning

PARTICULAR RULES AND CASES.

appose, being elder-hand, you have a quart-
lealt you, with the seven and eight of clubs,
d ten of diamonds, the king and nine of
with the ten and nine of spades; then if
‘ow out one card of your point, there is a
lity that you reckon ouly five, and that your
ry may win the cards, by which he gets
points, besides his three aces, &c., which
rou a bad chance for the game; but by
a card, and admitting that one card of
aence lies in the five which you are en-
:0 take in, it follows, that you have four
8 to one against leaving that particular
nd consequeatly it is your interest to leave
; the odds are also greatly in your favour,
u take in some one of the followingin your
rds, viz. there are two to your points, three
1d one king.
* you should happen to have the ace, king,
ar small cards of any suit, with two other
and no great suits against you, the sawe
as in the former case may be practised.
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3. Suppose you have the king, queen, and four
of the smallest clubs, the king and queen of dia-
monds, the ace and knave of hearts, and the king
and nine of spades, throw out the queen and four
small clubs, and keep three entire suits with the
king of clubs ; for this reason, because the chance
of your taking in the fourth king is exactly the
same as the chance of taking in the ace of clubs;
in either of which cases it is 3 to 1 against you;
but if you fail of taking in the fourth king, you,
by discarding thus, have a fair chance to win the
cards, which will probably make twenty-two
points difference. But should you discard with
an expectation of taking in the ace of clubs, and
happen to fail, by being obliged to throw out
some of your great cards, you would have a very
distant chance of either saving or winning the
cards.

4. Suppose you should have the king and queen
of clubs, a tierce-major in diamonds, queen and
knave of hearts, and a quint from a knave of
spades, throw out the quint from a knave, in
order to make the most points ; because admitting
that your quint should be good for every thing
after you have taken in, you would in that case
only score nineteen points, and you probably give
the cards up, and also the chance of the quatorze
of queens, besides a great number of points in

lay.

P 5}.y Suppose you have the king, queen, seven,
eight, and nine of clubs ; the queen and knave of
diamonds ; the queen, ten, and nine of hearts, with
the ace and nine of spades, discard the king, seven,
eight, and nine of clubs, and the nine of spades ;
by which you not only go for three suits, but have
the same chance for taking in the fourth queen, as
you would have to take in the ace of cbs 3 we—
b
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sides, the probability of winning the cards is greatly
in your favour.

6. Suppose you have the queen, ten, nine, eight,
and seven of clubs ; the knave and ten of diamonds;
the king, queen, and knave of hearts, with the ace
and nine of spades, discard the five of clubs; be-
cause it is 3 to 1 that you do not take in the knave
of clubs ; and holding three entire suits gives you
a fairer chance to score more points.

7. Suppose you have the ace, queen, and knave

of clubs ; the king, queen, and knave of diamonds ;
the queen and knave of hearts, with the ten, nine,
eight, and seven of spades, discard the ace of
clubs and the four of spades, because it is only 5
to 4 but that you take in a queen oraknave; it is
also about 3 to 2 that you take in an ace; you
have also three cards to your tierce to a king to
take in, viz. the ace and ten, or the ten and nine,
to make you a quint; all which circumstances
considered, you have a fair probability of making a
greal game ; whereas, by throwing out the four
tpades only, you run the risk of leaving one of the
following cards, viz. the king of clubs, the ace of
diamonds, the ace, queen, or knave of spades; in
any of which cases you would probably lose more
points than by throwing out the ace of clubs:
and if you should hold two suits, viz. three clubs,
three diamonds, and the queen of hearts, you run
the risk of putting out fourteen points; and it is
only 5 to 4 against your taking in a queen or a
knave, and therefore you would discard to a great
disadvantage.

8. Suppose you have the king, queen, and ten
of a suit, and your adversary has the ace, knave,
and one small card of the same; and that you
kave only those three cards left, and are to meke

three points of them ; play the ten.
s 2
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shown six cards for his point; suppose the ace,
queen, and four small ones, and you are guarded
in that suit; as soon as you have the lead, play
from the suit of which you have the fewest, for
the reason stated in case 18, page 194, because
thereby you may obtain the cards: but if your
opponent be guarded in both suits, you have no
chance to win.

COMPUTATIONS TO DISCARD WELL.

In our investigation of the various chances which
the complicated nature of this game induces, we
must have recourse to the method of calculation
adopted in our view of the Lottery of France; in
Ppursuance of which, we may lay down the different
tmbinations which twenty cards (twelve in the
tlgverew.ry’s hand, and eight on the board), admit ;

us ;:—

1st. No. of combinations | 20-19 = 190
of 20 cards, 2 & 2, ise. J 1- 2 -

No. of combinations of 5\ & 4

cards, 2 & 2, iSueeeeenne ] TZ 10

And No. of combinations| 3- 2 3
of 3 cards, 2& 2, is.... 1- 2

2d. No. of combinati'ons} 20°19-18 = 1140
of 20 cards, 3 & 3, is... 1-2- 3

No. of combinations of 57 5 43 _ .
cards, 3 & 3, 18.cc00ecee 123 —

And No. of combinations} 321 _ 1
of 3 cards, 3 & 3, is.... 1223 —

3d. No. of combinations | 20-19°18-17 __ 4845

of 20 cards, 4 & 4, is .. 1-2° 34—
And No. of combinations 54 3 2

22V “= 5

of 5cards, 4 & 4, is.... 1-2- 3 4
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4th. No. of combinations) 20-19-18:17-16 _ 15504
of 20 cards, 5 & 5, is.. f 1 2- 3- 4 5~

And No. of combinations) 5 4° 3 2- 1 __
of 5 cards, 5 &5, iseeee f 1- 2- 3- 4 5

from which data we may deduce the chance of

the elder or younger hands taking in any given

number of cards.

L. The probability of the elder kand taking in
. One certain card, is 5 to (12+3) or 3 to 1 against
im.
Two certain cards, is 10 to (190—10) or 18to 1
against him.
Three certain cards, is 10 (1140—10)or113to1
against him. .
Four certain cards, is 5 to (4845—5) or 968
to 1 against him.
Five certain cards, is 1 to (15,504—1) or 15503
to 1 against him.
II. And the probability of the younger hand
taking in
One certain card, is 3 to (12+5) or 17 to 3
against him.
Two centain cards, is 3 to (190—3) or about
62 to 1 against him.
Three certain cards, is 1 to (1140—1) or 1139
to 1 against him.
(A).

But in order to enter into a calculation of the
probabilities which the elder hand or the dealer
may have of taking in one or more of a particular
class (aces, for instance), we must premise that
the chance of taking in from 20 cards, where the
elder hand has no ace, king, &c.,

1

. . A¥ (16
4 aces, kings, &c, and 1 other NS o A\_\\ =\



PIQUET. 201

. . 4:3'2/16-15
3aces, kings, &c.and 2others,is Wa('ﬁ = 480
2aces, kings, &c.and3 others, is g(lg:l::l;)=3360
, . 1(16:1514:13y
lace, king, &c.and 4 others, is Z(mj =7280

III. Now, as there are 15504 combinations in
twenty cards, taken five and five together, we find
vwhat are the odds that an elder hand takes in
(BUpposing him to have none of the specified class
in his own hand).

504 —6
4 aces, kings, &c. (l_%im% or)968 tol

against him.
3, &c. or more (4!1345)5-{(;18 015504l€5(:480+18) or)
tearly 33 to 1 against him.
2, &c. or mre(safg;::% 0155?;5_0355601')
thout 3 to 1 against him.
(7280+3856 15504—11136 )

16504 ©° 15504  °F

1, &c. or more

%bout 5 to 2 for him.
(B).
But where the elder hand has one ace, &c. dealt

kim, we must premise that the chance of his tak-
'og from twenty cards in this case,

3 . 321 1716y _

aces, &c.and 2 othel's,ls.....—lﬂ‘3 T3 ) = 136
) ; . 32 171615\ _

aces, &c. and 2 others, is s W) = 2040
ace, &c. and 4 others, is %—(171126;541—4) =7140

IV. Now, by the sameprinciple adopted in III.,



2 aces, &c. or more( 1[7.’5'*(;;‘;“%0l 1550:
about 6 to 1 against him.

217647140, 15504—§

1 ace, &c. ormore( 5504 ©° 15504

about 3 to 2 for him.
©).

But where the elder kand has two aces, &
him, we must premise his chance to be
2 aces, kmgs, &c. - and, 2 1 (18 1716

3 others, 18 cvevecenncene 123
1 ace, kmg, &c. and 4 1(18 17-16 15) _

others, is . .eeveveveneee 1234 /°

V. So that if an elder Iumd has two aces, &
the odds are that he takes in

816 , 15504—816

2 aces, kings, &c. 5504 ©° 15508

against him.

(816+6_l‘20t 15504—6!
15504 15504

about 5 to 4 against him.

1ace, king, or more
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Again, in order to calculate what are the chances
of the elder hand, who has neither one of the two
specified class, taking in one of each, two parti-
cular suits (an ace and a king) we must premise
thaten ace and a king may occurtogether.

(1) Where #wo cards aretaken in, viz. $'+ =16
ways.

(2) Where tiree cards are taken in, thus—

. 412
lace, 1 king, 1 other, ... -‘:- T -1—]
4 43| =162+24+24
Or 1 ace, 2 kings .coeeee Ti s or
£4-3 240 ways.
Or 1 king, 2 aces ...... T1- 2j
(D).
(3) Where four cards are taken in, thus
3aces, 2 kings 43.43
y NZBeecoseces iz l—':z

Orlace, 1 king, 44 1211, | =36+1056+576

2 others ee..e 11 (—1-? or

1668 ways.
lace, 2 kings, 1 4,43 12
other, viceversa 1 1-2 1

(4) Where five cards are taken in, by reference
o (A),

IJ}_?iﬁ“ or 11136 different ways.

VII. Hence an elder-hand, having neither ace
or king dealt him, we find his chance to take in
oth an ace and a king, or more,

In two cards, is (16 to (190—16) or) about
1 to 1 against him.

In three cards, is (240 to (1140—240) or) about
to 1 against him.

'n four cards, is (16 .
t9tos 8gains‘: ;5.,,,68 to (4845—166%) or)
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In five cards, is (11136 to (15504—11136) ¢

about 33 to 31 against him.
(E).

Again, in order to calculate the probabili
which the dealer, having no ace, &c. dealt him, h
of taking in an ace, king, &c. or more, we mt
premise that the chance of taking in from twen
cards

1 ace and 2 others, is .... 4 (re1s

TV12
. 43,16

2 aces, &c. and 1 other, is 5 (T) = 06

432

.2.

)=4BO

3 8CeS, i8  seeerererccscvenceoane
().
VIII. Hence we find that the probability of t]
dealer, having no ace, &c. dealt him, taking in o1
or more, is
(480+96+4 to (1140—580) or 29 to 28 for hir
And if the dealer has one ace, &c. dealt him, w

may premise that his chance of taking froi
twenty cards,

= 4

-
w

. 321
3 aces, &C. 18 coeeeeecennenns 1:2;517 1
2 aces and 1 other card, is ?—g(—l—) = 51
3 (17°16

1 ace and 2 others, is .... T TQ—) = 408

IX. Hence, if the younger-hand has one act
&c. dealt him, his chance of taking in,
Two aces, &c. or more, is (52 to (1140—52) 0
about 21 to 1 against him.
One ace, &c. or more, is (524408 to (1140-
469) or) about 3 to 2 against Wm.

X. And by the same process of calculation
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may find the probability of a carte blanche to be
1791 to 1.

PRrOBLEM.

What are the odds that, in drawing five cards from a
pack composed of thirty-two cards, I do not draw

6 quint-major (indeterminate) without specifying

the suit ?

Find the number of combinations, Thirty-two
rds may be taken five and five, and we shall dis-
Cover that the sum is the product of the five num-
bers, 28 X 29 X 30 X 31 X 32=201376; this product,
divided by the product of 5 other numbers, 1, 2, 3,
4,5, or 120, i.e. 201376 by 120. Now as there are
our quint-majors, we must deduct4 from 201376,

Which will give 201372 ; the odds, therefore, will
be — 201372 to 4, or 50343 to 1 that a quint-
Mgjor is not drawn.

. Again, for a certain quint, as there are in all
8ixteen quints, viz. four of each colour, the odds
‘Wonld be 16 to 201376 — 16, or 1 to 12585.

The above problem, if not useful, is at least

Curious and interesting, and will serve as a model
far solving many others of a similar nature.

It is 5 to 4 that the eldest-hand wins the game.
. Itis 2 to 1 that he wins rather without lurch-
ing the other.
It is 4 to 1 the younger-hand wins without
hing.
These odds are restrained to the beginning of
game.
When A and B begin, he who gets the hand has
23 to 20 in his favour of winning the set.
If A has one game and B none, the odds in
Lavour of A before cutting the hand, are 38 to 23
But with the hand.......cccecoiiaeees 1610 B
T
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If B has the hand, the odds in A’s
fAVOUT 8re seveiecececrncscceseserecsacannss 38 t0 23
If A has two games and B none,
Before cutting.................. nearly 31to 7
‘With the hand ...cccecceeeeecececeas 31t0 7
‘Without the hand .....ccccveeeeeees 25t0 7
If A has two games and B one,
Before cutting ee.cececseceescecienanes 15t0 7
With the hand .....c.cceaeeierneaeess 11t0 4
‘Without the hand ..ceeveeececeenease 171010
If both have one, the hand is ........ 27 to22
If A has two, and B one ..c.ceveeeceees 5to 4

EXPLANATION OF THE FOREGOING CALCULATIONS.

1. As itis 3 to 1 that, being elder-hand, you do
not take in one certain card; you have, therefore,
a better chance of advancing your game, by carry-
ing two suits for points and the cards, than by
aiming at quatorze of queens, knaves, or tens.

2. To take in two certain cards elder-hand, is
18 to I against you, Therefore, suppose you have
a quart-major, and two other aces dealt, the odds
that you do not take in the ten to your quart-
major, and the other ace, are 18 to 1 against you;
but that you take in one of them is only 21 to 17
against you. And suppose you have three aces
and three kings dealt, the odds are 18 to 1 against
taking in the other ace and the other king: yet it
is not much above 5 to 4 but that you take in one
of them.

3. The odds in taking in four certain cards, as
four aces, &c., is 968 to 1. But to take in three
cards, out of any four certain cards, elder-hand,

is only 33 to 1 against you. Suppose jou W
two aces and two kings dealt you,the odds NN
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iree of them out of four certain cards,
» kings and one ace, or two aces and a
3 to 1 against you. But suppose you
t to take in any two out of four cer-

being elder-hand it appears by the
to be only 3 to 1 against you; though,
y want one card out of the four, the
to 2 in your favour that you take it in.
if you have four tens, or any inferior
:alt you, and no ace, it is great odds
rour, that, being elder-hand, you take
and ought to play your game accord-
rou must always consider the disadvan-
of losing the cards or running the risk

by spoiling your hand with keeping
hen they are not good.

have one ace dealt you, it is 113 to 1
» not take in three otheis; 49 to 8, or
1, that you do not take in two out of
that you take in oune out of the three,
to 2 in your favour, or 137 to 91. As
e: You have a quart from a king, and
more dealt; as it is 3 to 2 that you
ier ace or nine to your quart, or the
, and as you have the chance of reck-
zen or fifteen points by this method of
you ought to play accordingly.

u discard with an expectation of taking
of three certain cards, the odds against
nt being above 6 to 1, your game must
ery desperate, if you discard for that
(he chance of taking in three certain
y distant, being 113 to 1, yet it hap-
mes.

have two aces dealt, it is 18 to 1 that
take in the other two, but only 2\ \o
'o not take in one of them. Suppose



same ruie, suppose you nave tnree Kings &
queens dealt, the odds of taking in both a k
a queen are 18 to 1; but that of taking
them, is only about 5 to 4 against you.

6. As it is 17 to 2 that you do not tak
certain cards out of four, such as two kir
queens, &c. you must not therefore confor
with the third calculation, where the odds
above 3 to1 that you takeintwo cards out of

7. Having neither an ace nor a king de
the odds of taking in both an ace and a k
in two cards, about 11 to 1 against you ;
cards, 4 to 1; in four cards, 9 to 5: in fiy
33 to 31.

The foregoing calculation is either for 1
or younger-hand. Suppose the younger-
have two quatorzes against him, it is not
to 1 but that he takes in one of each of the
rule may serve for any other eight certain

8. As it is 62 to 1 that the younger-h:
not take in two certain cards, he ought
run the hazard of so great a chance, but v

aamao ic daenerate
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10. If the younger hand have an ace dealt, it is
21 to 1 that he does not take in two aces, and
about 3 to 2 that he does not take in one of them;
which holds good in the taking in any three other
certain cards. Therefore, suppose that, as it is
bat 3 to 2 against the younger-hand taking in one
card oat of three to save a pique, or a repique, it
would generally be good play either to throw one
fom his point, or discard a king, &c., for the
chance of such an event.

11. Itis 17 to 3, younger-hand, against taking
inany one certain card ; therefore the odds of not
succeeding in this case are so great, that it ought
mt to be attempted, especially if the winning or
taving the cards be risked by so doing.

CURIOUS AND INSTRUCTIVE CASES.

1. SuppPosk you are younger-hand, and have
the queen, knave, seven, eight, and nine of clubs :
also the seven and eight of diamonds, the seven
of hearts, and the ten, nine, eight, and seven of
spades ; and that the elder-hand has left a card;
keep the five clubs and the four spades, and leave
acard; and by taking in the ace, king, and ten of
clubs, you repique your adversary.

2. Suppose you have eight clubs, the ace and
king of diamonds, the ace of hearts, and the ace
of spades. The younger-hand may have a carte-
blanche, by having three quarts from a ten, which
reckon first, and therefore is not repiqued.

3. The highest number to be made of a pique
is 82 points. The cards which compose that num-
ber are a quart-major in clubs, a quart-major in
diamonds, ace, king, and ten of hearts, with the

ace of spades. This is only upon supposition thek
the quart-major is good for every thing.
T2
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4. The highest number to be made of a repique
and capot is 170 points. The cards which com-
pose that number are the four tierce-majors, which
are supposed to be good for every thing.

5. Suppose you are elder-hand, and want 8
points of the game, and the younger-hand wants
23; and you have the ace, king, and queen of clubs
dealt you; theace, king, and ten of diamonds; the

* ace, knave, and nine of hearts; the knave, nine,
and seven of spades ; to prevent any possibility of
the younger-hand making 23 points—and he is not
toreckon carte-blanche—you are to discard theking
and queen of clubs, and knave, nine, and seven of
spades, by which method of discarding you are
certain to make 8 points before the younger-hand
can make 23 points.

6. Suppose you have the ace, queen, and knave,
of clubs, with the king and ten of diamonds; aud
your adversary has the ace, queen, and knave of
diamonds, and the king and ten of clubs, he being
to lead, is to make 5 points, or to lose the game.
To prevent him from making 5 points, when he
plays the king of clubs, you are to play the ace;
by which means he can only make 4 points.

7. A and B play a party at piquet, and have won
one game each. A has it in his power to win the
second ; but then he will be younger-hand at the
beginning of the next game. A has it also in
his power to reckon only 99 points of the second
game, and B will be 70; it is A’s interest to win
the second game, in the proportion of 14 to 13 in
his favour.

LAWS OF THE GAME OF PIQUET.

1. The elder-hand is obliged vo \ay ouk ok least
one card.
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2. If the elder-hand take in one of the three
cards, which belong to the younger-hand, he loses
the game.

3. If the elder-hand, in taking his five cards,
bould happen to turn up a card belonging to the
'ounger-hand, he is to reckon nothing that deal.

4. If the elder or younger-hand play with thir-
sen cards, he counts nothing.

5. Should either of the players have thirteen
irds dealt him, it is at the option of the elder-
and to stand the deal or not, and if he choose to
and, then the person having thirteen is to dis-
rd one more than he takes in; but should either
rty have above thirteen cards, then a new deal
ust take place.

6. If the elder or younger-hand reckon what he
18 not, he counts nothing.

7. If the elder-hand touch the stock after he has
scarded, he cannot alter his discard.

8. If a card be faced, and it be discovered either
the dealing or in the stock, there must be a new
al, unless it be the bottom card.

9. If the dealer turn up a card in dealing, be-
uging to the elder-hand, it is in the option of
e elder-hand to have a new deal.

10. If the younger-hand should take in five
rds, it is the loss of his game, unless the elder-
ind should have left two cards. .

11. If the elder-hand should call 41 for his
rint, which happens to be a quart-major, and it

allowed to be good, and should only reckon 4
rit, and should have played, he is not entitled
' count more.

12. If the elder-hand should show a point, or a
sart or tierce, ask if they are good, and after-
ards forget to reckon any of them, it baxs toe
unger-hand from reckoning any of equal velue.
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13. Carte-blanche counts first, and conseq
saves piques and repiques. It also piquesa
piques the adversary, in the same manne
those points were reckoned in any other we:

14. Carte-blanche need not be shown ti
adversary has discarded; but the elder-han
bid the younger-hand to discard for carte-bl:
which having done, he is to show his blan
counting the cards down one after another.

15. In cutting for the deal, you are to ¢
cards at the least.

16. Should the elder-hand call a point, a
show it, it is not to be reckoned: and the yo
hand may show and reckon his point.

17. If you play with eleven cards, or few
penalty attends it.

18. Should the elder-hand leave a card, an
having taken in should put to his discard ti
cards taken in, they must remain with his d
and he can only play with eight cards.

19. If the younger-hand leave a card or
and should mix it with his discard before |
shown it to the elder-hand, who is first to te
what he will play, the elder-hand is entitled
his whole discard.

20. If the younger-hand should leave a ¢
cards, and should not see them, nor mix the:
his discard, the elder-hand has no right
them ; but then they must remain separate
the cards are playing, and the younger-han:
not look at them.

21. If the younger-hand should leave a c
cards, and look at them, the elder-hand is e
to see them, first declaring what suit he wil

22. If the dealer should give a card too |

is in the option of the elder-hund to hene
deal ; but should he stand the dea), he ™o
three cards for the younger-hand.
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a the first place, call your point; and if

7e 2 points, if you design to reckon the
you are to call that first, and are to abide
first call.

"ou are to call your tierces, quarts, quints,
it; and the highest of them first, if you
o reckon them.

“ou are to call a quatorze preferably to three

>., if you design to reckon them.

f you call a tierce, having a quart in your

ou must abide by your first call.

Vhoever deals twice together, and discovers

»us to seeing his cards, may insist upon his

ty dealing, though the latter may have

it his cards.

hould the pack be found erroneous in any

at deal is void; but the preceding deals

d.

‘he player who at the commencement does

.on or shew carte-blanche, his point, or any

‘e, &c., is not to count them afterwards.

Jo player can discard twice, and after he

ched the stock, he is not allowed to take

1is discard back again.

Vhen the elder-hand does not take all his

1e must specify what number he takes or

Vhosoever calls his game wrong and does
‘ect himself before he plays, is not to reckon
1g that game; but the adversary is to reckon
as good in his own game.

\ny card that has touched the board is
to be played unless in case of a revoke.
should any player name a suit and then play
ent one, the antagonist may call a suit.

The player who looks at any card be\onginy,
ock, is liable to have a suit called.
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points, marked alternately. Each player has
fiteen men, black and white, to distinguish them ;
which are disposed in the tables thus. If you
play into the right hand table, two of your men
we placed upon the ace-point, in your adversary’s
iner table ; five upon the sixth point, in his
outer table ; three upon the cinque-point, in your
own outer table; and five upon the sixth-point,
io your own inner table; and the adversary’s
uen are to be placed so as to correspord with
yours, in a direct opposite position, as in the above
epresentation. The grand object is to bring your
zen round into your own inner table: con-
wquently, all throws that tend to this, and im-
pede your adversary in executing the same design
n his part, are in your favour ; while the contrary
necess of your opponent must of course be against
tou. The first most advantagcous throw is aces,
sit blocks the sixth-point in your outer table,
und secures the cinque-point in your inner table ;
2 that your adversary’s two men upon your ace-
oint cannot escape, with his throwing either
uatre, cinque, or six. Accordingly, this throw
-often asked and given, between players of un-
jual skill, by way of odds.

At this game, as at Hazard, it is indispensa-
le for the player to know all the combinations,
* which two dice are susceptible, and which
ill be found on reference to the chapter on that
ibject.

From the source in question, it will appear that,
is 25 to 11 againsthitting one ace upon a certain
flat die. The like method may be taken with
iy other flat die, as with an ace; for instance—
squired the odds of entering a man upon thel, 2,
4 or 5 poiats ?
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2 SixXe8ueeeeecececees 1 | 6 and 3 twice ceeees
2TroiSeececesseeecee 1 | 6 and 2 twice......
2Deuces covevereeee 1 | 6 and 1 twice eeeeae
6and 5 twice...... 2 | 5 and 1 twice ......
6and 4 twice...... 2 | 4 and 2 twice .ueeee

NN NN

17
‘Which, deducted from 36,

The remainder is....19.

That is, it is 19 to 17 against being hit upon a 6.
The odd of 2 love are about 5 to 2
And of 2 t0 1 ceecevcecoanness 2t0 1
And of 1 love..ccceceranenese 301

L. If you play three up, your principal object in
the first place, is, either to secure your own or your
Wversary’s cinque point; when that is effected,
You may play a pushing game, and endeavour to
fummon your opponent.

2. The next best point (after you have gained
four cinque-point) is to make your bar-point,
hereby preventing your adversary running with
Wo sixes.

3. After you have proceeded thus far, prefer
iaking the quatre-point in your own table, rather
1an the quatre-point out of it.

4. Having gained these points, you have a fair
1ance to gammon your adversary, if he be very
rward. For, suppose his table to be broken at
»me, it will be then your interest to open your
wr-point, to oblige him to come out of your table
ith a six; and having your men spread, you
¢ only may catch that man which your adver-
y brings out of your table, but will also huve

u



which you are to make for the purpose, 1
have a probability of getting a third man;
if accomplished, will give you at least 4
the gammon ; whereas, if you have only
his men up, the odds are that you do not g
him.

5. If you play for a hit only, one or t
taken up of your adversary’s makes it su:
a greater number, provided your table ben

6. Directions how to carry your men
When you carry your men home, in ¢
lose no point, you are to carry the most
man to your adversary’s bar-point, that b
first stage you are to place it on; the ne
is 6 pomts farther, viz. in the place whe
adversary’s five men are first placed ou
table ; the next stage is upon the sixth
your ‘table. This method is to be purt
all your men are brought home, except twi
by losing a point, you may often put i
power of two fives or two fours to sav
gammon,

YO . Vo a . _ Lta LV L3
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secause you by that means preserve your
t home ; and you must then always endea-
gain both your adversary’s ace and trois-
or his ace and deuce-points, and take care
three men upon his ace-point, that if you
to hit him from thence, that point may re-
ill secure to you.

t the beginning of a set, do not play for a
ume, because by so doing you would play
-eat disadvantage, running the risk of a
n to win a single hit. .

'TONS FOR PLAYING, AT SETTING OUT, THE
HANCES OF THE DICE, EITHER FOR A GAM-
, OR SINGLE HIT.

wo aces to be played on your cinque-point
r-point, for either gammon or hit.

wo sixes to be played on your adversary’s
ix;:., and on your own bar-point, for a gam-
*hit.

wo trois, two to be played on your cinque-
and the other two on your trois-point in
wn table, for a gammon only.

Two deuces to be played on your quatre-
n your own table, and two to be brought
om the five men placed in your adversary’s
able, for a gammon only.

Two fours to be brought over from the five
aced in your adversary’s outer table, and
ut upon the cinque-point in your own table,
ammon only.

‘wo fives to be brought over from the five
aced in youradversary’s outer table, and to

upon the trois-point in your own teble, for
on or hit,
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7. Six-ace, you are to make your bar-point, for
a gammon or hit.

8. Six-deuce, a man to be brought from the
five placed in your adversary’s outer table, and to
be placed on the cinque-point in your own table,
for a gammon or hit.

9. Six and three, a man to be brought from
your adversary’s ace-point, as far as he will go,
for a gammon or hit.

10. Six and four, a man to be brought from
your adversary’s ace-point, as far as he will go,
for a gammon or hit.

11. Six and five, a man to be carried from your
adversary’s ace-point, as far as he can go, for a
gammon or hit.

12. Cinque and quatre, a man to be carried
from your adversary’s ace-point, as far as he can
go, for a gammon or hit.

13. Cinque-trois, make the trois-point in your
table, for a gammon or hit.

14. Cinque-deuce, play two men, from the five
placed in your adversary's outer table, for a gam-
mon or hit.

15. *Cinque-ace, bring one man from the five
placed in your adversary’s outer table for the
cinque, and play one down on the cinque-point in
your own table, for the ace, for a gammon only.

16. Quatre-trois, bring two men from the five
placed in your adversary’s outer table, for a
gammon or hit.

17. Quatre-deuce, make the quatre-point in your
own table, for a gammon or hit.

18. + Quatre-ace, play a man from the five
placed in your adversary’s outer table for the qua-
tre, and for the ace play a man down upon the

cinque-point in your own fteble, for a gammm
only.
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-deuce, bring two men from the five
ur adversary’s outer table, for a gam-

-ace, make the cinque-point in your
r a gammon or hit.

ice-ace, play one man from the five
rour adversary’s outer table for the
for the ace, play a man down upon
point in your own table, for a gam-

HOW TO PLAY THE CHANCES THAT
tkED THUS (*), FOR A HIT ONLY.

trois, play two of them on the cinque-
ur own, and with the other two take
point in your adversary’s table.
leuces, play two of them on the qua-
- your own, and with the other two
is-point in your adversary’s table.
1g the two foregoing cases as directed,
eing shut up in your adversary’s table,
1e chance of throwing high doublets,
1it.
fours, two of them are to take your
cinque-point in his table; and for the
ring two men from the five placed in
ary’s outer table. .
.nque-ace, play the cinque from the five
in yonr adversary’s outer table, and
a your adversary’s ace-point.
atre-ace, play the quatre from the five
in your adversary’s outer table, and
n those on your adversary’s ace-point.
euce-ace, play the deuce from the five
in your adversary’s oufer table ,and
your adversary’s ace-point.
v 2
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N. B. The three last chances are to be played
in this manner, because, by laying an ace down
in your adversary’s table you have a probability
of throwing deuce-ace, trois-deuce, quatre-trois,
or six-cinque, in two or three throws: in any of
which cases you are to make a point, which gives
you the better of the hit; and observe by the
directions given in this chapter, that you are to
play nine chances out of the thirty-six in a dif-
ferent manner, for a single hit, to what you would
do when playing for a gammon.

SOME OBSERVATIONS, HINTS, AND CAUTIONS.

1. By the directions given to play for a gam-
mon, you are voluntarily to make some blots ; the
odds being in your favour that they are not hit;
but should that so happen, in such case, you will
have three men in your adversary’s table; you
must then endeavour to secure your adversary’s
cinque, quatre, or trois-point, to prevent a gam-
mon, and must be very cautious how you suffer
him to take up a fourth man.

2. Take care not to crowd your game, that is,
putting many men either upon your trois or
deuce-point in your own table; which is, in effect,
losing those men by not having them in play.
Besides, by crowding your game, you are often
gammoned ; as, when your adversary finds your
game open, by being crowded in your own table,
he may then play as he thinks fit.

3. By referring to the calculations, you may
know the odds of entering a single man upon any
certain number of points, and play your game ac-
cordingly. .

4. If you are obliged to leave aW\ok, by bavisy
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econrse to the calculations for hitting it, you will
ind the chances for and against you.

5. You will also find the odds for and against
eing hit by double dice, and consequently can
! a method of play most to your advan-

6. If it be necessary to make a run, in order to
¥in a hit, and you would know who is forwardest,
sgin with reckoning how many points you must
have to bring home to the six-point in your table
the man that is at the greatest distance, and do
the like by every other man abroad; when the
numbers are summed up, add for those already on
your own tables (supposing the men that were
tbroad as on your 6 point for bearing), namely,
tix for every man on the six, and so on respec-
tively for each ; five, four, three, two, or one, for
every man, according to the points on which they
wre situated. Do the like to your adversary’s
fame, and then you will know which of you is for-
wardest and likeliest to win the hit.

)BSERVATIONS AND DIRECTIONS FOR A LEARNER
TO BEAR HIS MEN.

1. Ir your adversary be greatly before you,
iever play a man from your quatre, trois, or
euce-points, in order to bear that man from the
oint where you put it, because nothing but high
oublets can give you any chance for the hit;
herefore, instead of playing an ace or a deuce
‘om any of the aforesaid points, always play
hem from your highest point; by which means,
hrowing two fives, or two fours, will, upon hav-
1g eased your six and cinque-points, be of greax
Ivantage : whereas, had your six-point remsined
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loaded, ﬂ);on must perhaps be obliged to play at
length those fives and fours. :

2. Whenever you have taken up two of
adversary’s men, and happen to have two,
or more points made in your own table, newr
fail spreading your men, either to take a mew
point in your table, or to hit the man your ad-
versary may happen to enter. As soon as he e
ters one, compare his game with yours; and if
you find your game equal, or better, take the mea
if you can, because it is 25 to 11 against his hit-
ting you; which being so much in your favour,
you ought always to run that risk, when you have
already two of his men up : except you forn
single hit only, and playing that throw otherwis
gives you a better chance for the hit, then do adt
take up that man.

8. Never be deterred from taking up any om
man of your adversary by the apprehension of
being hit with double dice, because the fairest
probability is 5 to 1 against him.

4. If you should happen to have five points in
your table, and to have taken up one of your ad-
versary’s men, and are obliged to leave a blot out
of your table, rather leave it upon doublets than
any other, because doublets are 35 to 1 against
his hitting you, and &ny other chance is but 17 to
1 against him.

5. Two of your adversary’s men in your table
are better for a hit than any greater number, pro-
vided your game be the forwardest; because hav-
ing three or more men in your table gives him more
chances to hit you, than if he had only two men.

6. If you are to leave a blot upon entering &
man on your adversary’s table; and have your

choice where, always chooge thet pownt which i
the most disadvantageous to him. To Wk
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ose it is his interest to hit or take you
n as you enter: in that case leave the
his lowest point: that is to say, upon
rather than upon his trois, and so on,
11 the men your adversary plays upon
r his deuce points, are in a great mea-
f play, these men not having it in their
make his cinque-point, and consequently
will be crowded there and open else-
hereby you will be able also much to
1

ent your adversary from bearing his men
-atest advantage, when you are running
gammon ; suppose you should have two
his ace-point, and several others abroad;
nm should lose one point or two in put-
en into your table, yet it is your interest
.man upon the adversary’s ace-point;
1l prevent him bearing his men to his
wdvantage, and will also give you the
" his making a blot, that you may hit.
pon calculation, you find you have a
a probability of saving your gammon,
. for a blot, because the odds are greatly
tting it.

OWING HOW TO CALCULATE THE ODDS.

sosE your table made up, and that you
p up one of your adversary’s men, who
any abroad as require three throws to
in his table ; it is then about an equal
it you gammon him. Because, in all
y, you will bear two men before you
r table, and when you bear the third
will be obliged to open your ®x ot
at; in that case it is likely thak your



226 BACKGAMMON.

adversary must take two throws be
his man in your table, and two th
fore he puts that man into his ¢
three throws more to put into his
men which he has abroad—in all, :
and as you have twelve men to b
bably will take seven throws in be
you may twice be obliged to make
deuce, before you can bear all.

N.B. No mention is made of dou
side, that event being equal to each

The foregoing case shows it is in
calculate very nearly the odds of sav
& gammon upon most occasions.

2. Suppose you have three men
versary’s ace-point, and five points
and that the adversary has all hism
three upon each of his five highest |
the probability for a gammon ?

Answer.

For his bearing three men from his
Ditto «.ceeeeevrverseesee.from his
Ditt0...c vt eeuesssecesere..from his
Ditto.
Ditto.....

To bring your three men from the a
ace-point to the six-point in y
being for each 18 points, makes i

The remai

And as, besides the six points ir
there is a further consideration, th:
sary may make one or {wo bolts ¥
have greatly the probability of saviv
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3.—This is supposed upon an equality of
ng.
iuppose I leave two blots, either of which
:be hit but by double dice; to hit the one,
wt must be eight, and for the other nine;
ich means my adversary has only one die to
1er of them—what are the odds of hitting
of them ?
. The chances on two dice are in all 36.
6 and 2 twiceieiieeseracececss 2
1ances to )5 and 3 twice..... 2
8 are 2 deuceS.icecereocacnrenrnse 1
2 fOUrSiccecerescesasoacsaceres 1
6 and 3 twiCeus.cceoesesenneee 2
2
1

5 and 4 tWiCe...c.ecreerecnnne
2 troiS seceeecssecicaseacnseens

1ances to
9 are

Total chances for hittingececiceesoe 11
Remain chances for not hitting.... 25
titis 25 to 11 that he will not hit either

juppose I leave two other blots than the
-, which cannot be hit but by double dice,
e by eight, and the other by seven. What
: odds of my adversary hitting either of these

. The chances on two dice are in all 36.

6 and 2 twice...covrnecereens 2
2ances to )5 and 3 tWiceew cceeeenarennas . 2
: 8 are two fours....... ceeecnsecesease 1
two deuces.. . 1
6 and 1 twice . .2
1ances to< 5 and 2 twice ...... verserianes 2
. 7 are 4 and 3 tWiCe eeecresensereseee 2

Total chances for hitting........... \2
_Remain chances for not hitting... W
re, It is 2 to 1 that I am not hit.
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Take the like method with three, four, or fiv
blots upon double dice; or with blots made upoa
double and single dice at the same time : then only
find out (by the table of 36 chnneu)hownl:i
there are to hit any of those, and,byuﬂinx_,
together in one sum, and then subtracting
the number 36 the whole of the chances upoe two
dice, you resolve any question required.

S—

CRITICAL CASES FOR A BACK GAME.

1. Su A plays the fore-game, and thatall

his menl:l:':laoed in the usual manner. For B’
game, suppoee that fourteen of his men are placei
upon his adversary’s ace-point, and one upoa his
adversary’s deuce-poiot, and that B is to throw.
Which game is likeliest to win the hit?

Ans. A’ is the best by 31 for, to 20 ageise;
because, if B misses an ace to take his adversary’s
deuce-point, which is 25 to 11 against him, Ais
in that case to take up B’s men in his table, either
singly or to make pom: :h:nd Af'B t;elcnm either
A’s deuce or trois-point, then is ay as many
men down as p?ble. in order to be hit, that

thereby he may get & back-game.

When well sersed in the game of Backgammon,
by practising this back game you will become a
greater proficient than by any other method, be-
cause it clearly demomstrates the whole power of

the back-game.

2. BacEaGmm,_SﬂpPo'e A to have .ﬁve men
placed uponhis six-point: five men upon his quatre-
point, and five men WPOD his deuce-point ; and
that B has three men pr\:l‘-g opon A’ mwn:.t..
three men upon A’s t; et 220 hmve Yrer ws

upon A’s cinque-point
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1ipon his six-point, in his own table, and three men
laced out of his table, in the usual manner. Who
138 the better of the hit ?

Ans. It is an equal game; but to play it criti-
ally, the difficulty lies upon B, who should, in
he first place, endeavour to gain the cinque and
juatre- points in his own table ; and when that is
ffected, he is to play two men from A’s cinque-
»int, in order to oblige him to blot, by throwing
n ace, which if B hits, he will have the fairest
srobability of winning. :

3. Back Game.—Suppose A has three men upon
¥’s ace-point, and three men upon B’s deuce-
wint, also three men upon his six-point in his
wn table, and three men upon his usual point out
f his table, and three men where his five men
rre usually placed in his adversary’s outer table;
nd suppose B has his men placed in the same
nanner, with this difference only, instead of hav-
ag three men put upon A's deuce-point, let B have
bree men upon A’s trois-point. Who has the best
fthe hit?

Ans. A ; because the ace and trois-points are
ot so good for a hit, as the ace and deuce-points
1 B’s table; for when you are bearing the men,
ou have the deuce-point in your own table to play
lem upon, that often prevents you from making a
lot, which must happen otherwise to the adver-
ry ; and take care to lay down men to be hit as
ten as you can, in order to keep your game back-
ard ; and for the same reason, avoid hitting any
'ots which your adversary makes.

4. Cuases of curiosily and instruction.—Suppose

has his fifteen men upon B’s ace-point, B is
ipposed to have his bar-point, also Wws s,
'qae, quatre, and trois-points in his own ‘eh\e.
w many throws is A likely to take o ‘orwng

x
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bablhty of not wanting above two or three 1
before he has got all his fifteen men into hi
tables ; therefore, by a former rule laid d¢
bring your men home, and also for bearing
you may be able to find out the probability
number of throws required. See pages 2]
223. Note—B stands still, and does not p’
5. Where A and B shall play fast as usu
yet the hit may last for many hours.
Suppose B to have borne thirteen men, ar
A has taken up the two remaining men. Al
that A has fifteen men in B’s table, viz
upon his six, three upon his cinque, three u)
quatre, three upon his trois, two upon his
and one upon his ace-point. Let A bring ]
teen men home, by always securing six close |
till B has entered his two men, and brough
upon any certain point; as soon as B ha
that, A must open an ace, deuce, or trois,
three; which effected, B hits one of them, :
taking carc to have two or three men in B’
is ready to hit that man; and also, he bei
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iere his five men are generally placed in his ad-
sary’s outer table, five men upon his adversary’s
;, and three upon his adversary’s quatre-point.
id B to have two men upon his own six-point,
ewise three upon his usual point in his outer
Jle, two upon the point where his five are com-
mly placed in his adversary’s outer table, five
on his adversary’s ace, and three men upon his
versary’s trois-point. Who has the fairest chance
win the hit?
dns. A has ; because he is to play either an ace
a dence from his adversary’s ace-point, in
der to make both those points as occasion offers ;
d having the quatre-point in his adversary’s
bles, he may more easily bring those men away,
d will also have a resting-place by the conve-
ency of that point, which at all times in the
me will give him an opportunity of running for
e hit, or staying, if he think proper. Whereas
cannot so readily come from the trois-point in
sadversary’s tables.
7. Suppose A and B place their men in the fol-
ving manner for a hit:—A to have three men
on his own six-point, three upon his usual point
his outer table, and nine men upon his adver-
y's ace, deuce, and trois-points, three upon
th; and suppose B’s men to be placed in the
ne order and manner. The result is, that the
i player ought to win the hit; and the dice are
be thrown for, the situation being perfectly
1al in A’s and B’s game. If A throw first, let
1 endeavour to gain his adversary’s cinque-
nt; when that is effected, let him lay as many
ts as possible, to tempt B to hit him ; for every
ie that B hits will be in A’s favour, because it
8 B backward ; and let A take up none of W
for the same reason. A should s\weys <u-



easily find out (in case he makes up his
who has the better of the hit; and if he {
B is the forwardest, he must then endeavo
such blots as may give him a chance for t
another man, in case B should happen t
blot at home. :

N. B.—Those who play the foregoing g:
may be ranked in the first class.

8. A has borne thirteen men, and has t
to bear upon his deuce-point ; B has thirt
in his own tables, with two men to ente
to throw, and to name the throws both fo:
and A, but not to hit a blot of either side.
throwis B to name for both parties, in orde
his gammon ?

Ans. B calls for himself two aces, whi(
his two men upon A’s ace-point, Balso «
aces for A, and consequently A cannot eit
a man, or play one; then B calls for two
himself, and carries one man home upo:
point in his own table, and the other h
upon his adversary’s bar-point: B also ¢
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on your bar-point to carry home, which lie in
wait to catch your man, and that if you pass him
you are to win the hit : suppose also that you have
it in your choice to run the risk of being hit by seven
or by eight, both of which are chances upon double
dice. Which of these chances is it best for you to
venture ? T

Ans. Thatofseven, forthefollowing reasons; first,
because the chances of being hit by seven or eight
are equal. Secondly, if he does not hit seven, you
will then have in your favour 23 chances to 13, that
by your next throw you either hit or pass beyond
him. Thirdly, in case your second throw should
happen to be under seven, and that therefore you
cannot hit him, yet you may play that cast at home,
and, consequently, leave the blot upon double dice,
Whereas, if, on the contrary, you had left the blot
upon eight, you wouldhavemadeabad choice. First,
because thechances of being hit by seven orbyeight,
are only equal. Secondly, because, if you should
escape being hit by eight, yet you would then have
but 17 chances in your favour against 19, for
either hitting or passing beyond him by your next
throw. Thirdly, in case your second throw should
happen to be six-ace, which is short of him, you
would then be obliged to play the man that is out
of your table, not being able to play the six at
home, and consequently to leave a blot to be hit
by a single (or flat) die, which event, upon sup-
position that you play for eighteen shillings a
game, would entitle him to eleven shillings of the
whole stake depending.

THE LAWS OF BACKGAMMON.

1. If you take a man or men from any point,
that man or men must be played.
x 2
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2. You are not understood to have played any
man, till it is placed upon a point, and quitted.

3. If you play with fourteen men only, there is no
penalty attending it, because with a lesser number
you play to a disadvantage, by not having the ad-
ditional man to make up your tables.

4. If you bear any number of men before you
have entered a man taken up, and which conse-
quently, you were obliged to enter, such men, so
born, must be entered again in your adversary’s
tables, as well as the man taken up.

5. If you have mistaken your throw, and played
it, and your adversary have thrown, it is not in
your or his choice to alter it, unlees both parties
agree.

BOSTON.

THis game very much resembles Whist, and is
somewhat like Quadrille. The players put eight
fish each into a pool, and the dealer four extra.
The cards are distributed as at Whist, except that
the last is not to be turned up. During every
deal, the player opposite the dealer should shuffle
a pack to be cut by his right-hand neighbour,
and turn up a card fof the first preference ; the suit
of the same colour, whether red or black, is styled
the second preference, and the other two are com-
mon suits. The player who misses deal does not
lose his turn ; but as a punishment is to put four
more fish into the pool.

When the eldest-hand thinks he can get five or
more tricks, he is to say boston ; if otherwise, he

says pass, unless he plays misere; Yok s, 2o mn
lose every trick ; petit misere is Lo LUK ouk » o
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md lose every remaining trick ; grand misere is to
ose them without putting one out; petit misere
mvert is to put out a card, and lay the others
lown, and then lose all ; grand misere ouvert is the
ame without laying one out. When the eldest
1and has passed, the second may proceed as the
sldest; or if the eldest have said bosfon, the se-
>ond, or after him the third, and the dealer may
ilso say boston, if he will engage to win five
tricks, with either preference for the trump; or
the second, and other hands may say pelif or
grand misere, or undertake to get six or more
tricks, the tramp being any suit ; for these decla-
rations will supersede that of boston simply, as
appears by the table at page 240; where all are
arranged according to the order in which they take
place of each other. The highest, called grand
#lam, is undertaking to get thirteen tricks. By
engaging to do more, the elder-hand may, as at
Quadrille, supersede the younger. If all pass, the
cards must be thrown up, and dealt by the person
to the left of the former dealer, the new dealer
putting four fish into the pool ; and the new eldest
tand, unless he has previously passed, may also
npersede the declaration of any other, or say
us; and so on, till at length every person, ex-
ept one has passed, and that person (if he have
eclared boston) is to name the trump, always
1 the choice of the player, and also (unless he
83 undertaken more than seven tricks) whether
¢ shall choose a partner. In the last case, any
rson who engages to get the required number of
icks may answer whist; the right of answering
gins with the next eldest hand to him who has
clared. The partner must undertake to get fine
*ks if the player undertake to get seven; four
Player undertake to get six ; and three it 2
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he or they are entitled to the fish in the
called the bets; and besides, the number of
which they have won together, added t
number of honours they both held, is to be
tiplied by the number in the table at pag
over against the tricks they undertook, and
the name of the suit the trump was in; wl
in the preference or common suits : the p1
must then be divided by 10, and the qu
shows the number of fish to be paid to e
the successful players, by the other two;
the event of a solo to be paid him by each
three others: should the product happen
less than 10, one fish is to be paid neverth
if 15 or upwards, and under 20, it is to b
sidered as 20, and two fish to be paid; if
upwards, and less than 30, as 30, and so on,
Suppose the player and partner have 1
taken five and three tricks, the trump in a co:
suit : they get eight, their proposed number
if they have no honours, is to be multiplied
(because in a common suit) the product i
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10 are 12, which multiplied by 2, as stated in the
table, make 24, that is two fish to be paid, the
remainder not being taken notice of.

But if the player, or player and partner, do not
get their tricks, then the number they are defi-
cient, added both to what they undertook, and
the honours they held, is to be multiplied by
the number found in the table, and divided by
10, to shew the fish to be paid by them to their
antagonists : for instance, when they undertake
five and three tricks, having two by honours, the
trump in a common suit, suppose they get only
six tricks, then 6 substracted from 8 leave 2,
which added to 8 the number they undertook, and
2the honours they held, make 12 ; this multiplied
by 1, and divided by 10, gives one fish. If they
undertake five and three tricks, having two by ho-
tours, the trump in second preference, should
they get but 7, then 1 they are deficient, added
to 8 they undertook, and 2 honours, make 11:
this multiplied by 2, the number in the table,
makes 22, which divided by 10, leaves 2, the
fish to be paid. Should they undertake six and
four tricks, having four honours, the trump in the
first preference ; suppose they get but eight tricks,
8from 10, leave 2, which, added to the 10 they
undertook, and 4 honours, form 16 ; that multi-
plied by 8, as in the table, make 128 ; then 130
divided by 10, gives 13 fish to be paid by them.

Should the player and partner each fail to get
their proposed number of tricks, then the fish to
be paid by them is to be defrayed in equal propor-
tions between them ; exactly the reverse of what
would have been done had they been successful.
But should one get his number of tricks and the

other fail, then the unsuccessful person bears the
whole of the loss, and when the player is s\owe,
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he pays the allotted number of fish to each of his
three opponents.

In all failures, whether the player has a partner
or not, he or they pay a beast to the pools,
to the number of fish they would have
from it, had they proved successful ; this is the
invariable rule for asgessing the beasts, which
are not to be directly put into the pool, bat lsid
aside, to be brought into the same at a future
period, when some succesaful person has emptisd
it of the bets; and all succeeding beasts are to be
kept separately, to supply the ‘pool at the end of
different deals, and till all are the game
cannot end, unless, after any round is completed,
they agree to share the beasts.

In respect to pln&i:gm. ‘when a person bas
any kind of hand that he thinks wiil enable him
td lose all the tricks, the method is as follows : if
he should think it requisite to get rid of any parti-
cular card, then the declaration must be only petif
misere; if this be not superseded by the other
players, he puts out a card without showing it, and
the game commences, as at Whist, by the eldest
hand ; but in playing misere of any kind, there are
no trumps. The parties (still endeavouring to lose
their, tricks) proceeds as at Whist, except that the
general rules with regard to playing are reversed
at misere.

Whenever the sisere player is obliged to win a
trick, the deal is at an end, and he is beasted, ex-
actly as in playing boston ; and moreover, is to
pay to each of the other persons four fish, as ap-
pears in the table ; on the contrary, if the twelve
tricks are played without winning one of them, he
is entitled to the contents of the pool, and also to

four fish from each of hia antagomista. Afwrs
similar mannper, grand misere is played, wWith Wa
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difference of not putting out a card, and having,
of course, to lose thirteen tricks; which, if effected,
entitles him to the pool, and eight fish from each
of his adversaries ; if otherwise, he must pay cight
fish to each of them, and a beast to the pool, equal
to what he would have taken out, had he gained
his point. Petit misere ouvert, and yrand misere
ouvert, differ from the foregoing merely by laying
down of the cards to be played on the table, so as
to be seen by all parties (except the card put out,
1n the case of petit misere ouvert), and the playing
is nearly the same; the only variation in the
reckoning consists in paying or receiving sixteen
or thirty-two fish, explained in the Boston table,
at the end.

When the deal is concluded and settled accord-
ing to the aforegiven directions, one or two per-
=ons will have won and taken the contents of the

1, or some on the contrary have been beasted.
n the former case, all the parties must furnish the
pool afresh, as at the beginning : but when either
of the players is beasted, the new dealer has only
to add four fish to the old pool, and so on till some
one wins, who is entitled to the bets, and then the
beast of greatest value (should there be more than
one) is brought into the pool. The beasts may be
of different value, becanse they are to be equal to
the coatents of the pool at the time of paying each
of them, as already mentioned.

If there are several beasts, and the players wish
to finish the game, it will be necessary to put two
or more beast into the pool at once, or else the
parties must share the fish on the table.
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Tue Boston TaBLE.

Tickets to
won by the Game,

Boston ...ueeeneesenen
Petit Misere ........

Grand Misere ........
Petit Misere Ouvert..

Grand Misere

Grand Slam ...ceeeeee

BRAG.

Brag, a game not near so much in vogue as for-
merly, is played with a whole pack of cards, and
rather variously conducted by different parties,
but the following is given as one of the most
scientific methods. Asmany persons as the cards,
leaving a few for stock, will supply, may play at -
a time, all of whom are to lay down three stakes
a-piece, one for the best whist card turned up in
the deal ; the second for the best brag-hand, and

the third for the eldest hand obtaiming 3\, orthe
next number under that. The dealer W» to gve
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three cards at once to every player turning up, all
round, the last card belonging to each player;
and the best card, reckoning from ace downwards,
amongst those so turned up, wins the first stake ;
if two or more superior cards of a sort be turned
up, the eldest hand always, of course, has the
preference, except in case of the ace of diamonds,
owtll:ich at this part of the game takes place of every
er.

The second stake is won by the person possess-
ing the best brag-hand, or often rather by the
boldest bragger, who sometimes only pretends to
hold good cards, such as pairs, flushes, sequences
of flushes, and so on, similar to cribbage, except-
ing fifteens. In this state of the game there are
usually two favourite cards; viz. the knave of
clubs and the nine of diamonds, which are reck-
oned with any others to form pairs-royal or pairs;
that is, the two favourites combined together with
one, or either of them with two aces, kings, &c.,
are styled a pair-royal of such cards, or singly,
cither of the favourites with another card ranks
4 pair : only natural pairs-royal are to precede
artificial ones—as three aces, kings, &c., take place
before a pair-royal, formed by assistance of the
two favourites, tﬁough a natural pair does not su-
persede an artificial one made by help of a favourite,
it which situation only the knave of clubs is
ltrimimd by some companies. The Frincipal sport
of the e is occasioned by any player bragging
that h«ﬁ::lds a better hand };han the rest of the
Party, which is declared by saying, I brag, and
staking a sum of money; if no one answer by a
Similar or larger deposit, then the bragger wins
the second stake ; but should any one reply, either
by putting down the same, or a greafer wum,
and the first bragger decline the comtest, the

h 4
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ALL-FOURS.

s game, usually played by two persons, but
times by four, with a complete pack of cards,
es its name from the four chances in it, for
of which a point is scored; namely, Aigh, the
trump out; low, the smallest trump dealt;
the knave of trumps; game, the majority of
reckoned from such of the following cards as
respective players have in their tricks; viz.
1 ace is counted as 4; king, 3; queen, 2;
el; and ten for 10. Low is always scored
he person to whom it was dealt; but jack
; the property of whoever could win or save it,
)ossessor is permitted to revoke and trump
that card ; and when turned up as trump the
rscores : it is also allowable for the player
lays down a high or low trump to inquire
¢ time whether the same be high or low.

ter cutting for deal, at which either the highest
west card wins, as previously fixed, six are
given to each player, either by three or one
ime, and the thirteenth turned up for trump :
if the elder do not like his cards, he may, for
in a hand, eay, I beg, when the dealer must
* give a point or three more cards to each,
urn up the seventh for trump; but if that
d prove of the same suit as the first turned
hen three cards more are to be given, and so
1 a different suit occurs. The cards rank as
iist, and each player should always strive to
e his own tens and court cards, or take those
e adversary ; to obtain which, except wWhaen
wding cards are held, it is ususl o pley &
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ow one, to throw the lead into the opponent’s
1and. Ten or eleven points form the game, which
may be set up as at whist, though a custo-
mary method is to draw two from “m
and place them one on the other, so as to

only the number of pips the player has

‘When the dealer shows any of his (]
cardlslanewg:a.lmybedmmdm ed, but in show-
ing his own he must abide the consequence.

If, previous to playing, it be discovered that too
many cards have been given to either party, a
fresh deal may be claimed, or the extra cards
drawn out b{lthe opponent ; but should even a
single card have been played, there must be
anothelll' deal. @

With strict pla e adversary may score &
point whenever h?su:ppomt does not trump or
follow suit, and each calculates his game without
inspecting the tricks, which when erroneously set
up must not only be taken down, but the antago-
nist also either scores four points or one, as shall
have been agreed on.

CASSINO.

CassiNo is generally played by four persons,
but occasionally by three or two ; the points con-
sist of eleven, and the lurch is six. The points
are thus calculated :

That party which obtains the great cassino (or

ten of diamonds) reckons.......... 2 points.

Do., little cassino (the deuce of spades) 1 —

The four aces, one point each ....co0e0e 4 —

The majority in 8padese ceeiiececncess & —

The majority of CArds. ccceccresnenaans 3 —

e T |

C e
]
£
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:p before the end of the game, when any
n match all on the board, reckons 1 point.
ie deals at this game it may so happen,
her party wins any thing, as the points
et up according to the tricks, &c., ob-
it the smaller number is constantly sub-
om the larger both in cards and points,
1y both prove equal, the game commences
1d the deal goes on in rotation; when
sons play at this game, the two lowest add
its together and subtract from the high-
when their two numbers together either
to or exceed the highest, then neither
res.

LAWS,

al and partners are determined by cutting,
ist. The dealer gives four cards by one
, to every player, and either regularly as
or by one, two, three, or four at a time,
face upwards, on the board, and after the
s are played, four others are to be dealt
erson till the pack is out; but it is only
st deal that any cards are to be turned up.
al is not lost when a card is faced by the
aless in the first round, before any of the
s are turned up ou the table ; but should
faced in the pack befare any of the said
urned up, then the deal must be begun

'rson playing with less than four cards,

ie by the loss, and should a card be found

: table, the player whose number is defi-

ake the same.

serson plays one card at a time, Win

may not only take at once every card
Y 2



point : when a player canunot pair or coml
is to put down a card.

The number of tricks are not to be exam
counted before all the cards are played, n
any trick but that last won be looked at, &
mistake must be challenged immediately.

After the pack is dealt out, the player v
tains the last trick sweeps all the cards re:
unmatched on the table.

RULES.

The principal objects are to remember w
been played ; and when no pairs or combi
can be made, to clear the hand of court
which cannot be combined, and are only
vice in pairing or in gaining the final swee
should no court cards be left, it is best to p
small ones, except aces, as thereby combi
are often prevented.

In making pairs and combinations, a pre
should generally be given to spades, as ob
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)r combined, but great cassino can only be

ot neglect sweeping the board when an op-
ty offers ; always prefer taking up the card
vn by the opponent, and as many as pos-
ith one card; endeavour likewise to win
cards or final sweep.

e great or little cassino is in, avoid playing
ten or a deuce.

1 you hold a pair, lay down one of them,
vhen there is a similar card on the table,
fourth not yet out.

d to the adversaries’ score, and, if pos-
revent them from saving their lurch, even
you otherwise seemingly get less yourself,
arly if you can hinder them from clearing
«d.

e commencement of a game, combine all
Is possible, for that is more difficult than
; but when combinations cannot be made,
omit to pair, and also carefully avoid
pportunities of making tricks.

CRIBBAGE.

3AGE, a game differing from all others by
iense variety of chances, and generally
1 useful to instruct young people in the
of calculation, is played several ways,
y two, three, or four persons, with five,
ometimes eight cards: the rules also vary
n different companies ; but the following
e most generally allowed.

ealer may discover his own cards, though
w any of the adversary’s, the adversery s
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entitled to mark two points, and is also at libert;
to call a fresh deal.

Should too many cards be dealt to either party
the non-dealer may score two points, and likewis
demand another deal, upon the error being detecte
previous to taking up the cards; but if he shoul
not choose a new deal, the extra cards must b
drawn : and when any player is observed to haw
in hand more than the proper number of cards
the opponent may set up four points, and also cal
a new deal.

If any player meddle with the cards after deal.
ing, till the period of cutting them for the turn-uf
card, his opponent may score two points.

When any player scores more than he is en-
titled to, the other party may not only put himx
back as many points as are overmarked, but like.
wise score the same extra number for his own game.

Should either party meddle even with his ows
pegs unnecessarily, the opponent may take two
points, and if any one take out his front peg, he
must place the same back behind the other;
though when any are misplaced by accident, a by-
stander is to replace the same according to the best
of his judgment, but never otherwise interfere.

When any player miscalculates, or neglects to
set up what he is entitled to, the adversary is, in
some companies, allowed to take the points so
omitted ; but in others this is not done, the inat-
tentive player being only prohibited from after-
wards scoring them.

Each player may place his own cards, when done
with, on the pack.

In five-card cribbage, the cards are to be dealt
one by one alternately, but when played with six
cards, it is customary to give three; and if with
eight cards, four at a time.
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on-dealer at the commencement of the
five-card cribbage scores 3 points, called
iree for last, but in six and eight-card
this is not done.

sarties permit flushesin play tobe reckoned
'ee or more cards of a suit are laid down
ely, that is, the person playing the third
ons3, and the player laying down a fourth
‘me suit scores 4, and so on if five, six or
1 be played.

i OF PLAYING FIVE-CARD CR1BBAGE.

1ge boards are so universally known, that
cessary to describe them ; and the 61 points
narked thereon make the game. The party
‘he lowest card deals, after which each
first to lay out two of the five cards for
which always belongs to the dealer; next
rsary cuts the remainder of the pack, and
r turns up and lays on the crib the upper-
1, for which, if a knave, he makes 2 points.
turned up is to be reckoned by each party,
howing their hands and in crib. After
1t and cutting as above mentioned, the
nd plays a card, which the other endea-
pair, or to find one, the points of which

with the first will make 15 ; then the
er plays another card, trying to make a
--royal, sequence, flush where allowed, or
ded the cards already played have not ex-
1at number, and so on alternately till the
"the cards played make 31, or the nearest
number under that.

the party whose turn it may be to play



opportunity of making pairs or sequ
cards as remain after this, are not t
but each party having, during the pl
points gained, in the manner as dir
proceeds, the non-dealer first, then f
count and take for his hand and cri
reckoning the cards every way they
be varied, and always including the tu

For every 15.ccc.cececceeienceicncnnene
For a pair, or two of & SOIt ..eceveeee
For a pair-royal, or three of a sort..
For a double pair-royal, or four ditto,
For a sequence of any suits, accc
number.
For flushes, according to the numbe
For a knave, or noddy, of the same1
up, one point ; but when turned v
be reckoned again, nor is any thin
for it when played.

N.B. Three cards of the same sui
four incrib, usually entitle the playert

nivmhan as A Se aed Alaa mea -
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tion would be highly imprudent in ano-
1any player possesses a pair-royal, it is
dviseable to lay out the other cards for
unless they consist of two fives, a deuce,
ive and six, seven and eight, a five and
ard, or the crib belonging to the adver-
2 game be almost finished. A player,
.oes not thereby materially injure his
|d, for his own crib, lay out close cards,
making a sequence, or two of a suit, in
of a flush, or of cards thatof themselves
|5, or such as reckoned with others will
wmber, unless the antagonist be nearly
: may be expedient to. keep such cards
»ably prevent him from gaining at play.
contrary method should be pursued in
he adversary’s crib, which each person
eavour to baulk, by laying out those
are not likely to prove of advantage,
ich a stage of the game, when it may
quence to keep in hand cards likely to
or when the non-dealer would either
is hand, or has reasons for judging the
2 moment. A king is the best card to
), as no card can form a sequence be-
:ept in some companies where queen,
re allowed as a sequence; and a king,
r7ith an ace, six, seven, eight, or nine,
nes to put out. Low cards are gene-
st likely to gain at play. Flushes, and
sarticularly if they are also flushes, are
st part eligible hands, as thereby the
ften enabled either to assist his own
1lk that of the opponent; to whom a
d never be given, if with propriety it
ned. Sequences in play need nok be
torder; it is sufficient that the cexda
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will not run on regular, be played a:
the sequences then will be totally pre

Twenty-nine is the greatest poss
that can be gained by the show of ¢
crib, either in five or six-card cribbage
posed of three fives and a knave, with
of the same suit as the knave turned
seldom happens; but twenty-four is o
mon number, and may be formed o
and a nine, or two fours, one five, ar
and of other combinations that a litt
will point out.

The almost’ endless variety in Crib
it impossible to give, in a small comp:
directions for learners to put out, re
their cards to the best advantage in al
situations of the game; but experien
tion, combined with calculation, wil
whole. The chances are often so ¢
and unexpected, that even between ¢
sters it is possible at five-card cribba
adverearv ia AA far a Inekw nlaver
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hereafter, may not happen in the course of
years, yet others nearly similar may now
en occur.

se A to be 56, and B, whose turn it is to
, not having gained a single point, to give to
ne six, two sevens, a three, and a four, and
imself three sixes, a deuce and a three: sup-
: B to lay out the deuce and three; A the
e and four to the crib, for which the turn-

:ard proves another three. A then plays a
n, B a six, making 13; then A another six,
.ing 19, and scores 2 for a pair; B a third
making 25, and a pair-royal, for which he
T U PO ]
being able to conie in, B plays the fourth
making a double pair-royal, with 2 for
eececsscentstccrsscssncssscesaserssccasecesesess 14
ws and marks 2 for a pair of sevens in his
d; Bshows and sets up 12 for his hand,

17 for crib.eeeerruenneiiene cesseccerensece 20
1 deal.—A gives B three, four, and five of
same suit, with any two tenth cards; and
\imself seven, eight, nine, and hkewme

tenth cards; each person lays out his

h cards for the crib, and a three is again
red up. Bplays a four, A an eight, mak-
12, B a three, 15, and 8COres «ccoececsoese 2
>ws with the nine, making 24 ; B his five,
and the end hole .....ccceciveveenerecerences 1
cores also for his hand ...cceeceveveceresses 13

1g in all (four more than game) .......... 65

other case, A and B play against C
D. A deals to every one a three,
:, six, seven, and any tenth card,
ch last-mentioned card, to play _]lldl-

z
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itched in skill. By attending to these calcu-
ions any player may judge whether he is at
me or not, and thereby play his game accord-
ily, either by making a push when he is behind
4 holds good cards, or Ly endeavouring to
alk the opponent when his hand proves indif-
ant.
IN FAVOUR OF THE DEALER.
Each party being even at
5 holes going up, is...ccececc.. 6 t0 4
10 holes each...cccccceeveeecece.. 12 to 11
15 each acereiviiriieneeenee. 70 4
20 each ..eeeececericeinennense. 6to 4
25 each ...ceeeeverencienceceneee. 11 to 10
30 each eeeeeeennee.
35 each .ccecceneenn. 6
40 each ...coicvreieriicioneeceen.. 10t0 9
8
2

45 each ...cccciveicerncencencecnss 12 tO
50 €aCh aeiveerneecseecssnsecaness 5 tO
55 each .cceceiiiiceccscecesaneceee 21 to 20
60 each ....... ceesesescsnenseecece 2t0 1

When the dealer wants 3 and his opponent 4, it
5 to 4.
[n all situations of the game, till within 15 of the
1, when the dealer is 5 points a head, it is 3 to 1.
But when within 15 of the end, it is 8 to 1.
And if the dealer want 6, and the adversary 11,
s 10 to 1. =
Should the dealer be 10 a head, it is 4 or 5 to 1.
And near the end of the game, 10 or 12to 1.
When the dealer wants 16 and the antagonist

it is 21 to 20.

AGAINST THE DEALER.

3oth players being even at

56 holes each, it is ....ccoveeeeee 7 t0 B

57 €ach ...cceveereurienneicececenens T 104

58 each ...... DU 1 (I )
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n-dealer is considered to have a prefer-
hen he gains 10 or more the first hand,
dealer not making more than his average

r-CARD CRIBBAGE is played, but it is very

games of three and four-hand cribbage,
se of six or eight-cards, are easier than
ive cards by two persons, and consequently
near so much in vogue with professed
rs. -

ingenious people in London invented a
f chance they styled playing at cribbage
ney coaches ; that is, two persons seating
7es at a window in some great thorough-
et, one was to take all the coaches from
t, the other from the left; the figures on
8 of the carriages were reckoned as cards
, and every man or boy that happened to
d, or hold at the back of any of them, was
Noddy, and 1 scored for each.

DOMINO.

~o is played by two or four persons with
eight pieces of oblong ivory, plain at the
it on the face divided by a black line in
dle, and indented with spots from one to
2-8ix : which pieces are, a double-blank; .
1k ; double-ace ; deuce-blank ; deuce-ace;
deuce ; trois-blank ; trois-ace ; trois-deuce ;
irois ; four-blank; four-ace; four-deuce;
is; double-four; five-blank; five-ace;
ce; five-trois ; five-four ; double-five ; six-
six-ace; six-deuce; six-trois; six-four;
z 2



drawing the latter also serves to determin
is to lay down the first piece, which is rec
a great advantage. Afterwards, each player
seven pieces at random. The eldest hand |
laid down one, the next must pair him at
end of the piece he may choose, according
number of pips, or being a blank in the
partment of the piece; but whenever an
cannot match the part not paired, either
card last put down, or of that unpaired
other end of the row, then he says Go;
next is at liberty to play. Thus they plav
nately, either till one party has wholly disc
and thereby wins the game, or till the gi
blocked ; that is, when neither party can pl
matching the pieces where unpaired at eithe
then they win who have the smallest num
pips on the pieces remaining in their poss:
It is to the advantage of every player to disf
himself as early as possible of the heavy |
such as double-sixes, fives, fours, &c.
Sometlmes, when two persons play, the

PRPIIPN T U A P, RN PUSUR N
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POPE, oz POPE JOAN.

PE, a game somewhat similar to that of Ma-
my, already stated at page 79, is played by a
rous party, who generally use a board painted
ie purpose, which may be purchased at most
rs or toy-shops.
e eight of diamonds must first be taken from
ack, and after settling the deal, shuffling, &c.
ealer dresses the board by putting fish, coun-
or other stakes, one each to ace, king, queen,
:, and game, two to matrimony, two to
wue, and six to the nine of diamonds, styled
This dressing is in some companies at the
idual expense of the dealer, though in others
layers contribute two stakes a-piece towards
The cards are next to be dealt round equally
ery player, one turned up for trump, and
: 8ix or eight left in the stock to form stops :
* example, if the ten of spades be turned up,
ine consequently becomes a stop; the four
and the seven of diamonds are always fixed
, and the dealer is the only person permitted
: course of the game to refer occasionally to
tock for information what other cards are
in the deal. If the trump turned up
d be an ace, a king, a queen, or a knave,
lealer takes whatever is deposited on such
in the board ; but when pope is turned up, he
itled both to that and the game, besides a
for every card dealt to each player. Unless
ame be thus determined by pope being turned
ae eldest haud begins by playing out as many
as possible ; first the stops, then pope,-if he
it, and afterwards the lowest card of his
st suit, particularly an ace, for that never
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can be led to; the other pla; are to follow in
sequence of the same suit, if they can, till a stop
occurs, when the party having the stop thereby
becomes eldest hand, and is to lead accordingly,
and the glaygoeoon,untilwme one has parted .
with all his cards, by which he wins the game,
an:ld beoomlis 3ﬁﬂe::ihe ides tothu stake for

card not played by the others, the person

who may hold pope, which excuses him i
paying ; ntﬂvphnMph , then the
party having held it is not excu and
queen form what is denominated matrimony, and
queen and knave intrigue, when in the same $
but neither they, nor ace, king, queen, knave, or
pope, entitle the holder to stakes deposited
thereon, unless played out, and no claim can be 1
allowed after the board is dressed for the succeed= |
ing deal: in all such cases the stakes are to remain |
for future determination,

This game only requires a little attention, tore-
collect what stops have been made in the course
of it; as for instance, if a player begin by lay-
ing down the eight of clubs, then the seven @
another hand forms a stop, whenever that suit
is led from any lower card, or the holder, when
eldest, may safely lay it down in order to cles
his hand. .

PUT.

Pur, played with a complete pack, generally
by two people, sometimes by three, and often
by four, is a game at which the cards rank differ-
ently from all others, trois being the best, next the

deuce, then ace, king, 8nd =0 on n the wsd
order, as at whist. After cotting for des), ke,
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ch the highest put-card wins, three cards, by
at a time, are given to each player: then the
e is played in the following way. If the non-
er throw up his cards he loses a point; if he
, and the dealer do not lay down another to
e gains a point; but should the dealer either
the same, pass it, or lay down one of equal
e, forming what is styled a tie, the non-
er is still at liberty to put; that is, play
ot, and his opponent then only gains a point ;
1 if both parties agree to go on, whoever gains
the tricks, or two out of three, wins five
its, which are the game ; if each player win
trick, and the third be a tie, then neither party
e

our-handed put differs only in this—that, on
1 sides, one of the players gives his best card
iis partner, who lays out one in lieu of it,
the game is afterwards played as in two-
ded put.

f the dealer turn up any of his adversary’s cards
ealing, another deal may be demanded ; but if
arn up his own he is to abide by it. Should
ced card occur, the pack must be shuffled and
It again. When more cards than necessary
given to the non-dealer, he may either claim
esh deal, or have the extra cards drawn; but
uld the dealer give himself too many, then
opponent is entitled to a point, and may either
¢ another deal, or draw the supernumerary
Is. By-standers ought never to interfere, under
ity of paying the stakes. Either party saying
i, must abide the event of the game, or pay
stakes.
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QUADRILLE.

GaMiINg, like every thing else in th
world, is subject to the caprices and
of fashion. Thus Quedrille, which 1
of a century held the first rank in all t
circles of Europe, is now completely be
them ; and is rarely or ever seen bey(
.cincts of some antiquated provincial ci
it continues still to faire les delices
.dowsger. Itis played by four person:
cards ; the four tens, nines, and eiglk
carded from the pack; the deal is n
tributing the cards to each player, thr
for two rounds, and once four to eacl
with the right-hand player, who is the
The stakes, consisting of several eqt
contracts, comprising the counters a
distributed among the players, who ag
value thereof, and upon the number of -
are usually ten. After the trump is
right-hand player leads, and should
either alone or with a friend, win all t.
gains the vote, or if six tricks, the gam
get only five tricks he loses by remise,
four, by codil. The game, consolation
bastos, and other payments, are vari
lated, according as the game is won o
holder of either or both of the red e
to a fish for each.
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SOME SHORT RULES FOR LEARNERS.

L. When you are the ombre, and your friend
tads from a mat, play your best trump, and then
tad the next best the first opportunity.

2. If you possess all the trumps, keep leading
m except you have other certain winning

3. If all the mats should not be revealed by the
me you have won six tricks, do not risk playing
« the vole.

4. When you are the friend called, and hold
ily a mat, lead it, but if only a mat guarded by
small tramp, lead the small oue; though when
ieombre is last player, lead the best trump you
we.

5. Punto in red, or king of trumps in black,
re good cards to lead when they are your best,
1l should either of them succeed, then play a
nall trump.

6. When the ombre leads to discover the friend,
you hold king, queen, and knave, put on the
ave.

7. Preserve the called suit, whether friend or

e

8. When playing against a lone hand, never lead
king, unless you have the queen, nor change the
it, nor permit, if possible to prevent it, the
abre to be last player.

9. Call on the strongest suits, except you have
jueen guarded ; and, if elder-hand, you have a
tter chance than when middle-hand.

10. A good player may succeed better with a
»aker band wl‘:en either elder or younger, than &
ddle hand.
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THE RANK OF THE CARDS WHEN NOT TRUMPS.
Clubs and Spades. Hearts and Diamonds,
King, King,
Queen, Queen,
Knave, Kbave,
Seven, Ace,
Six, Deuce,
Five, Three,
Four, Four,
Three, Five,
Deuce. Six,
—_— Seven.
Inall 9. —_—
In all 10.
THE RANK AND ORDER OF THE TRUMPS.
Clubs and Spades. Hearts and Diamonds.

Spadille, the ace of Spadille, the ace of
spades, spades.
Manille, the deuce of Manille, the seven of
spades or of clubs. hearts or of diamonds.
Basto, the ace of clubs. Basto, the ace of clubs.
Punto, the ace of

hearts or of diamonds.
King, King,
Queen, Queen,
Knave, Knave,
Seven, Deuce,
Six, - Three,
Five, Four,
Four, Five,
Three. Six.
In all 11. In all 12.

N.B. Spadille and Basto are always trumps, by
which the red suits have one trump more than the
black.
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three matadores, viz. spadille, manille,
which force all inferior trumps; but if
trump be led, you are not obliged to
adore ; though if spadille be led, and
1anille or basto unguarded, you must
), if manille be led, and you have basto
that must be played.

rst thing, after seeing the cards, is to
to pass: or play sans prendre; and if
wrong trump, you must abide by it.

he players pass, he who holds spadille
o play what is called forced spadille;
he should not make three tricks, he is

ayer, who calls a king, ought to have
wbility of winning three tricks, to pre-
seasted.

‘ore, such games only are set down as
hance to win by calling a king, with
t the end of each what to lead.

JN8 NECESSARY FOR THOSE WHO HAVE
! SOME PROGRESS IN THE GAME.

are the odds that my partner holds one
cards ?

+t he holds one card out of any two cer-
is about 5 to 4 in his favour; and if
ne matadore, the odds are in your fa-
your partner holds one of the other
onsequently you may play your game

ippose you call a king, having a knave.

1all card of another suit in your hand,

in your favour that your partner holds

ting or queen of that suit; and conse-
24



266 QUADRILLE.

quently the odds are in your favour, the
a trick in the same.

2. What are the odds that my partne:

. out of any three certain cards ? ’

Ans. That he holds one out of
tain cards, is about 5 to 2 in his fa
though you have no matadore, with the
of one in your partner’s hand, the odd:
that you win the game. Observe, that
8 to 2 that your partner holds one of
having none.

This calculation may be applied to r
cases.

GAMES IN RED, CALLING A KIN

1. Bpadille, manille, two small hea
monds, the queen of clubs, and one
and four s cards of the other suit
small trump. -

2. Spadille, manille, two small hea:
monds, with the knave and two small
three small cards of the other suits. Le
trump.

3. Spadille, manille, two small hea
monds, three small clubs, and three sm
the other suits. Lead a small trump.

4. Spadille, punto, king, queen, and
heart or diamond; three small clubs,
and one spade Lead punto.

5. Spadille, punto, king, knave, and
heart or diamond, the knave and two si
and two small spades. Lead punto.

6. Spadille, king, queen, knave, and
heart or diamond, with the queen, knax

small club, and two small spedes. &
of trumps.
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7. Spadille, three, four, five, and six of hearts
ordiamonds, king of clubs and one more, queen
ad two small spades; when you have the lead
gl!ﬁy a small trump ; in the second lead play spa-

e.

8. Manille, basto, punto, and two small hearts
ordiamonds, three small clubs, and the knave and
one spade. * Lead manille.

9. N.B. Manille, basto, king and two small
hearts or diamonds, queen and one small club, and
three small spades. Lead manille.

10. N.B. Manille, basto, queen, and two small

or diamonds, queen and two small clubs,
nave and one spade. Lead manille.

11. Manille, basto, with the three smallest hearts
or diamonds, queen and one small club, knave and
two small spades. Play a small trump.

12. N.B. Manille, punto, king, and two small

or diamonds, queen, knave, and one small
lub, king, and one small spade. Lead manille.

13. Manille, punto, queen, and two small hearts
't diamonds, queen and one small club, king and
wo small spades. Play a small trump.

14. Manille, punto, and three small hearts or
liamonds, knave and one small club, king, queen,
nd one small spade. Play a small trump.

15. Manille, and the four smallest hearts or
iamonds, queen and one small club, king, queen,
nd one small spade. Play a small tramp.

16. N.B. Basto, punto, king, and two small
earts or diamonds, king and queen of clubs,
neen and two small spades. Lead basto.

17. N.B. Basto, punto, queen and two small
earts or diamonds, queen, knave, and one small
ub, king and queen of spades. Lead basto.

18. N.B. Basto, punto, and three of the smel\-
* hearts or diamonds, king and queen of Awos,
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queen, knave, and one small spade. Play a small
trump.

19. Basto, and the four smallest hearts or dia-
monds, king and queen of clubs, queen, knave,
and one small spade. Play a small trump.

20. N.B. Punto, king, queen, and two smal]
hearts or diamonds, king and queen of clubs,
queen, knave, and one small spade. Lead punto,

21. Punto, king, and three small hearts or dia~
monds, king and queen of clubs, queen, knave, and
one small spade. Play a small trump.

GAMES IN BLACK, CALLING A KING.

1. Spadille, manille, and two small clubs or
spades, the knave and two small hearts, and three
small diamonds. Lead a small trump.

2. N. B. Spadille, manille, and two small clubs,
or spades, queen, and two small hearts, and three
small diamonds. Lead a small trump.

3. Spadille, manille, and two small clabs or
spades, three small hearts, three small diamonds.
Lead a small trump.

4. N. B. Spadille, king, queen, and two small
clubs or spades, with the queen and one small
heart, three small diamonds. Lead the king of
trumps.

5. Spadille, king, knave, and two small clubs,
queen, and two diamonds, two small hearts. Play
a small trump.

6. Spadille, queen, and three small clubs, or
spades, queen, and two small hearts, two small
diamonds. Play a small trump.

7. Spadille, and the four smallest clubs, or
spades, king, and one small heart, queen, and two
small diamonds. Play a small tramp.
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le, basto, king, and two small clubs or
ee small hearts, and two small dia-
:ad manille.

le, basto, queen, and two small clubs
hree small hearts, queen, and one small
Lead manille.

lle, basto, knave, and two small clubs
nave, and one heart, three small dia-
:ad manille.

lle, basto, and three small clubs or
en, and two small hearts, knave, and
iamond. Lead manille.

. Mauille, king, queen, and two small
es, king, and one small heart, queen,
one small diamond. Lead manille.

. Manille, king, knave, and two small
udes, king, and one small heart, queen,
all diamonds. Lead manille.

ille, king, and three small clubs or
en, and two small hearts, king, and one
»nd. Play a small trump.

lle, and the four smallest clubs or
g queen, and one small heart, two
mds. Play a small trump.

. Basto, king, queen, and two small
pades, queen, and two small hearts,
1e small diamond. Lead basto.

. Basto, king, knave, and two small
ades, knave and one heart, king and
iamonds. Lead basto.

Basto, king, and three small clubs or
g and queen of hearts, queen and two
nds. Play a small trump.
> and four of the smallest clubs or
ig and queen of hearts, queen, knave
all diamond. Play a small trump.

. King, queen, knave, and two small
242
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clubs or spades, king and queen of hearts, knave
and twop::mll diamonds, Lead the king of .
trumps.

21. King, queen, seven, six, and five of clubs or
spades, king and queen of hearts, queen, koave, .
and one small diamond. Lead the king of
(NTlif )mes, both in red and’ black, mr.ks

.B.) are very good es to » you
have the odds ::yyonr ai(i‘.:: win 4 whichare
not mgrked.

N. B. Call to your stron, suit, except ym
have a queen gnlzled ; and xsfe:ltder hand, you will
have a?nirer chance to win the game than if mid-
dle, because leading a trump frequently meks
your adversaries play against each other.

THE ODDS OF WINNING THE FOLLOWING GANBS,
SANS PRENDRE ; AND ALSO SUCH A8 OUGHTNOT
TO BE PLAYED SANS PRENDRE. !

Games in Black, Elder- Hand, and leading Tremp. '
1. Three matadores in clubs, king and sixof

diamonds, king and six of hearts, king, five, and

six of spades. That this game wins is 27 to 4.

2. Three matadores, and the three of clubs, king
and six of diamonds, king and six of hearts, two
small spades. That it wins is. 215 to 163, or
about 4 to 3.

3. Three matadores, three and four of clubs,
king and six of diamonds, three small hearts.
That it wins is 291 to 86, or above 10 to 3.

4. Three matadores, with three, four, and five
of clubs, two small diamonds, and two small

hearts. That it wins is near 10 %o \.
5. Spadille, manille, king, knave, tireeand o
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bs, two small diamonds, two small hearts.

t wins is 4895 to 3022, or about 8 to 5.

Spadille, manille, king, three, four, and five

ibs, two small diamonds, and two small
That it wins is about 8 to 5.

3padille, manille, king, three and four of

king and six of diamonds, and three small
That it loses is 1514 to 1125, or about

Spadille, manille, three, four, five, and six of
two small diamonds, and two small hearts.
t loses is 1514 to 1125, or about 4 to 3.
padille, manille, three, four, and five of
king, and one small diamond, and three
hearts. That it loses is 2234 to 405, or
11 to 2.
Three false matadores, and three of clubs,
nd six of diamonds, king and six of hearts,
nd six of spades. That it wins is 215 to
r about 4 to 3.
Three false matadores, three and four of
king and six of diamonds, and king, six, and
hearts. That it wins is 291 to 86, or above
3.
Three false matadores, three, four, and five
18, king and six of diamonds, and two small
That it wins is 1025 to 106, or near
l.
Manille, basto, queen, three, four, and five
»s, king and one small diamond, and two
hearts. That it wins is 4895 to 3022, or
8 to 5.
Manille, basto, knave, three, four, and five
»8, king and one small diamond, and two
hearts. That it loses is 4162 to 3755, or
10 to 9. R
ipadille, three, four, five, and s\t of A\wbe,
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king and one amall diamond, king of spades, k.ln
and one small heart. Lead a small trump,
the chance is 1749 to 890, or near 2 to 1.

16. S_padille, three, four, five, six, and seven of
clubs, king and one diamond, king of epades, aad
king of hearts. That it wins is about 375'to .

17. Manille, king, queen, two small spades, or
clubs, king, and a small heart, queen, knave, aad
one small diamond.

18. Manille, king, knave, two small spades, or
clubs, king and a small heart, queed and two small
diamonds. king epades

19. Basto, king, queen, two small [ 4
clubs, queen and two small hearts, king and a -
small diamond. 1

20. Basto, king, knave, two small clubs o
spades, king and queen of diamonds, queen, sd
two small hearts.

Games in Red, Elder- Hand, and leading Trumps.

1. TarEe matadores in hearts, king and one
diamond, king and one spade, king and two clubs.
That it wins is 24 to 11, or about 2 to 1. .

2. Three matadores, and the three of hearts,
king and one small diamond, king and queen of
clubs, and two small spades. That it wins is
7010t0 1661, above 4 to 1; beside the chance that
the kings and queen pass, though the player
should not fetch out all the trumps.

3. Three matadores, and three and four of
hearts, king and one small club, and three dis-
monds. That it wins is almost 4 to 3.

4. Three matadores, three, four, and five of
hearts, two small diamonds, and two small clubs.
That it wins is 291 to 86, or above 10 to 3.

5. Spadille, manille, punto, queen, three, and
four of hearts, two small diamonds, and two small
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hat it loses is 1706 to 1339, or above

dille, manille, punto, three, four, and five
3, two small diamonds, and two small
Chat it loses is 1514 to 1125, or above

adille, manille, king, three, four, and five
8, two small diamonds, and two small clubs.
loses is 278 to 99, or about 14 to 5.
padille, manille, three, four, five, and six of
, two small diamonds, and two small clubs.
t loses is above 3 to 1.
Spadille, manille, three, four, five, and six of
8, king and one club, and two small diamonds.
it wins is 1845 to 794, or above 9 to 4.
). Spadille, manille, deuce, three, four, five,
six of hearts, two small diamonds, and one
dl club. That it wins is above 9 to 1, nearer
to 1.
11. Four matadores and hearts, king and two
all clubs, king and two small spades.” That it
18 is about 16 to 1. That the player fetches
:the trump is 7206 to 1465, near 5to 1; be-
es the chance that the kings pass, though the
mp should not fall.
|2. Three false matadores, and three of hearts,
g and one small club, king and one diamond,
1 king and one small spade. That it loses is
)1 to 2880, or above 2 to 1.
|3. Three false matadores, three and four of
irts, king and one club, and king and two
des. That it wins is 215 to 162, or about
5 3.
.4. Three false matadores, three, four, and five
1earts, king and one small club, and two small
des. That it wins is 291 to 86, or above 10 to 3.
.5. Three false matadores, with the knave, three,



274 QUADRILLE.

four, and five of hearts, one small diamond, aad
two small spades. That it wins is 1025 to 106,
near 10 to 1; provided the lead comes inw
hand a second time without trumping with a
matadore.

16. Three false matadores, with the quem,
three, four, and five of hearts, one small dismoad,
and two small clubs. (The same.) . .

17. Manille, basto, king, three, four, and fiveof
hearts, king and one diamond, and two small clubs.
That it loses is 1514 to 1125, or about 4 to 3, \

18. Manille, basto, queen, three, four and five
of hearts, king, and one club, and two small
spades. That it.Ioses is 278 to 99, or near 8 to 1.

19. Manille, basto, three, four, five, and six of

hearts, king, and one diamond,' and two small
clubs. That it loses is 2639 to 495, or abowt§.
to 1. .
20. Spadille, deuce, three, four, five, and six of
hearts, king and one diamond, and the king of
spades and of clubs, That spadille fetches out
three trumps is above 4 to 1, and consequently
above 4 to 1 for winning.

21. Spadille, three, four, five, and six of hearts,
king and one diamond, king and one spade, and
the king of clubs. That three sure tricks in ;
trumps lie against the player, is 1384 to 1255, and
consequently the odds are against him. He should
lead a small trump ; for if he play spadille, he bas -
no chance. At his second lead he ought to play
spadille.

22. Three matadores, three, four, and five of
diamonds, two small hearts, and two small spades
or clubs.

23. Manille, basto, punto, three and four of
diamonds or hearts, king and one spade, and king
and two clubs.
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lle, basto, punto, knave, three, four
liamonds, a small heart, and two small-
des.

lle, basto, punto, queen, three, four,
liamonds, a small heart, and two small
des.

: games of false matadores, it is sup-
Jlayer is not over-ruffed or trumped
'ad comes again into his hand.

t should be 5 to 4 for winning a sans
e, consider that calling a king makes
e, besides the chance of a vole; and
pon a strict calculation, it is more ad-
il a king.

‘WS OF THE GAME OF QUADRILLE.

irds are to be dealt to the right hand,
d threes, and no otherwise; and the
: liberty to begin by four or by three;
g there should be one or more faced
must be a new deal, unless it be the

1 there be too many or two few cards
there must be a new deal.

10 deals wrong is to deal again.

10 has asked leave is obliged to play.

e is beasted for playing out of turn;

1 played may be called at any time in

rovided it does not cause a renounce ;
the adversaries may demand the part-

who played out of his turn, or his own

play any suit he thinks fit.

aree matadores cannot be forced by an

mp ; but the superior, if led, forces the
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7. A player naming any suit for trumps, mut
abide by the same. i

8. Whosoever plays with eleven cards is beasted,

9. If you play sans prendre, or have matadors,
your claim must be made before the next delis
finished, or you lose the be:ie.ﬂt. - )

10. Any person naming his tremp without
ing leave, is obliged to play ssne prendre, unleshe
is the younger hand, and all the rest have pamed.

11. After the game is won, if the persan who
won the sixth trick play the seventh card, e is
obliged to play for the vole. .

12. If you have four kings dealt, sre st i
berty either to call a queen to one 8
except the queen of tramps; or to call one of

your ovlwn kings. card from the

13. Ifan separate a rom the rest,
he ought toypﬁy it, should the adverse party han
seen it, unless he plays sans prendre.

14. Should the king be called, or his partoer
play out of turn, the vole is not to be played for.

15. No person is to be beasted for a renounte,
unless the trick is turned and quitted ; and if any
renounce be timely discovered, should the player
happen to be beasted by such renounce, all the
parties are to take up their cards, and play them |
over again.

16. Forced spadille is not obliged to make three
tricks, nor is he allowed to play for the vole.

17. Whoever undertakes to play the vole, has
the preference of playing before him who offers to
play sans prendre only.

18. If all parties agree to it, let the have
the preference of playing who plays for the most
tricks, which will prevent small games.

19. The ombre is entitled to know his king
called, before he declares for the vole.
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en six tricks are won, he who won the
it to say, ‘I play the vole;” or, “Ido
he vole ;”’ or, ““I ask;” and nothing else.
who wins the vole. is to take double the
‘ed for out of the pool.

who asks leave, if elder hand, may play
ire, in preference to any of the other

>layer who has one or more kings, may
r herself, naming the king, but must win

you play the king surrendered, he must
icks who demands the king of any per-

who has passed once has no right to
vards ; also he who has asked is obliged
nless somebody else plays sens prendre.
»uld the ombre, or his friend, show their
rre they have won six tricks, the adver-
y call their cards as they please.
10ever has asked leave only cannot play
‘re, unless forced.
u are at liberty to look at all the tricks
1en you are to lead, but not otherwise.
1oever undertakes playing for the vole,
not succeed, has a right to the stakes
're, and matadores should he have them,
n his game.
y person discovering his game is not en-
lay for the vole.
here happen to be two cards of the same
it be found out before the deal is ended,
3 void, but not otherwise.
body is to declare how many trumps are
t.
who calls and does not make three
28
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tricks, is to be beasted mlone, unless in forced
spadille. :

' A DICTIONARY OF QUADRILLR.

ALoNE. See Sans Appeller, and Saus Prendre.

To Ask Lzavs is to ask permission to play with
a partner by calling a kmg.

Basro, ace of clpbs, is always the thid
Baaer is a penalty, which consists

EAST is & ty, whi ists in paying =
many counters as are down on the boud;’l:lsl'l
incurred either by renouncing, or by not winnisy,
when you stand the game, which is -called being
beasted. Beast off the board, is when thoee who '
stand the game do not gain more than four tricks.

CozviLLy'is to be situated between the eldmt
hand and the dealer.

Cop1LL is when those who defend the pool,
make more tricks than they who stand the game;
the former are said to win codill, and the latter to
lose it.

CoNsoLATION is a claim always paid by losers
to those who win, whether by codill or remise.

DevoLe is when he who stands the game does
not gain a trick.

Do Morx is when any player, having asked
leave, is required by a younger hand either to
pass or play alone.

DousLe. To play double, is to pay the game
and the stake double, as well as the consolation,
the sans prendre, the matadores and the devole.

Force. The ombre is forced when a strong
trump is played to weaken his hand, should he

overtrump ; and he is \ikewise waid to be forced
when, upon asking leave, anotner, by ofietwyw
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orendre, compels him to play alone or
is the player who has the king or queen

To stand the game signifies either to

v alone.

: is playing, when in cheville, the knave

f which you have the king.

JRRENDERED. See Roi Rendu.

E is always the second trump ; in black,

of spades, or clubs; and, in red, the

:arts or diamonds.

1eans the fish put down by the dealer.

mES or MaTs mean spadille, manille,
the three first trumps. False matadores

quence of trumps following the mata-

larly.

s an ivory mark, standing for ten fish.
is the name given to him who stands
either by calling or by playing alone,

er, or sans prendre.

signifies the duration of the game, ac-
the number of tours agreed upon.

the term thatis used when you have not

ud to play.

r PunTo is the ace of diamonds, when

are trumps ; or of hearts, when hearts

1; and is then the fourth trump.

“he pool consists of the fishes deposited

ls, or the counters which are put down

yers, or the beasts that go on the game.
the pool, is to be against those who

ame.

i the number of fish or counters given to

r at the beginning of the party.

s the order that is obeerved et Whne
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VARIATIONS OF THE GAME AT QUADRILLE.

In order to vary this game, some introduce the
wedigteur, either with or without the favourite
wmit; the first term signifies a king, which any
person may demand, in order to play sans prendre,
giving in return some other card, and a fish: but
if the king be of the favourite suit, then two fish
are to be paid. The favourite suit is determined
either by drawing a card, or otherwise fixing upon
8 suit at the commencement of the party; and
during the whole game, each player, asking leave
in that suit, has a preference before others who
have a good hand in a different suit, unless a me-
disteur is demanded, then that takes the lead:
and if in the favourite suit, then that again is
first; those who play alone, without the media-
teur, precede even that, and, when in the favourite,
take place of all.

Solitaire quadrille is where it is agreed not to
call, but always play sans prendre, with or without

the mediateur ; and if in any deal no one can play
alone, then the cards are to be dealt again, and
such additions made to the stake as may have
been settled.

Solitaire quadrille by three, or tredrille, is, ex-
cepting the king, throwing out all of one red suit,
and the six of the other; each person playing on
his own account, as at three-handed whist.

In Lancashire, where this game is very much in
vogue, it is customary to play with a purchased
king, and preferable guit (always hearts), in a-
manner similar to what is styled above the me-
diateur and favourite-suit, as may be fully per-
ceived by the following table of

282
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RAWARDS AT PREFRRENCE.

1. An Ask-leave in & common suit : the samess
at plain quadrille; vis. one a-piece.

2. An Ask-leave in hearts: double from the
pool, that is two a-piece besides the aces; if ms:
tadores, two a-piece from the adversaries; double
mats, four a-piece. '

3. A purchase-king in a common suit: om
ﬁl-]om each antagonist; mats, two; double mats,
three. . . :

4. A purchase in hearts : two from each; mats,
four; double mats, six.

N.B. Pay two for the purchased-king, when fe
suit is in hearts.

5. A solo, common suit: two from each ; maty,
three; double mats, four.

6. A solo in hearts: four from each; mabs,
six ; double mats, eight. .

7. A vole, common suit, with a friend; the
game and five a-piece out of the pool; and from
the adversaries two a-piece; if mats, three ; double
mats, four. .

8. Avole in hearts ; the game and ten each out
of the pool ; four a-piece from the adversaries;
with mats, six ; double mats, eight.

9. A purchase-vole, common suit: the game
and ten out of the pool ; three from each adver-
sary ; mats, four, double mats, five.

10. A purchase-vole in hearts; the game and
twenty out of the-pool: six a-piece from the op-
ponents ; mats, eight; double mats, ten.

11. A solo-vole, common suit : the game and
twenty out of the pool, six from each antagonist:

mats, seven ; double maks, eight.
12. A solo-vole in hearts : the geme and fovy
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the pool: twelve from each adversary;
urteen ; double mats, sixteen.
A beast in hearts : pay two a-piece to the
and put four more out of the pool: if the
ame be in hearts, take double out of the
»ut if in & common suit, only what lies upon
ole, excepting the aces: always pay double
east if it be an eight board, and when beasted
a friend”called, pay eight a-piece, making
iext a sixteen board ; should another beast
:ed, pay thirty-two, and the next sixty-four.
.B. In common suits never take any more than
¢ lies on the table, excepting the aces, nor pay
re for a beast unless in hearts, and then in that
t always pay and receive double.
A beast off the board is always paid out of the
ol; if in playing alone you be beasted off, upon
.eight or sixteen board, the adversaries are to
ceive four or eight a-piece, and so on in propor-
on to the beast upon the table, but if in hearts,

»able.
A lost-vole in hearts: pay four to each adver-

ry.
A lost-vole with mats: four, that is, two.to the
7o which the adversaries would otherwise pay

n.
A lost-vole with double mats: the four to be

tarned which you were to have received had you
on the vole.
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REVERSIS.

Revers1s is played by four persons, with
one a box containiig six contracts, mkon;l'iz i
48 fish each, twenty counters 6 fish each, and 33
poct, called the great and the it auiacla pb
pools, called the great e little qui

(the great one to be under the little), wh'u:r:i
always to be placed on the dealer’s right hasd.
For this game the tens must be taken out froms
pack of cards; the deal is to the right; thres
cards are given to each p.l:x:r the first round,aad |
four to the dealer, afterwards always four, so the
the non-dealers will have eleven cards each, s
the dealer twelve, with three remaining, to be
placed singly in the middle of the table opposite
to each non-dealer, who is to put out a cand
under the pools, and replace it with the card that
is opposite to him on the table: the dealer like-
wise puts out one, but does not take in : should,
however, there be three remises or stakes in the
pools, then it is in any player’s option to take a
card or not; if he do not take, he may see the
card, before the same is placed to the discard;
then, previous to playing any card, the opposite
parties exchange one with each other. The cards
rank as at Whist, and the points in the tricks are
forty, each ace reckoning 4, king 3, queen 2, and
knave 1,

The points in the discard, which form the party,
reckon as in -the tricks, except the ace of dia-
monds, and the knave of hearts, as great quinola;
the former reckoning 5, and the latter 4. The
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ing the fewest points wind the party.
:"the same number of points, then he
1e fewest tricks has the preference; if
tricks be equal, then he who dealt last
he who has not a trick has the prefer-
trick without points ; and the espag-
yed and won, gains the party in pre-
the last dealer. When every trick is
e same person, there is no party; and
d making the reversis.
t quinola pool is to consist of twenty-
the commencement, and to be renewed
the pool is cleared, or has fewer in it
wenty-six. This stake is attached to
f hearts, or great quinola, which can-
to the discard, unless there are three
a hundred fish in the pool. The little
’l, consisting of thirteen fish, attached
:n of hearts, as little quinola, is to be
1 the same manner, in proportion as
and the little quinola cannot be put to
, unless there are three stakes, or fifty
pool. Each time either or both of the
e placed, or played on a renounce, they
| to the stakes attached to them, except
: are three stakes in the pool, then the
)la is to receive a hundred fish, and the
la fifty : on the contrary, each time the
re forced, gergi or led out, the stakes
paid in the same proportion as they
2 been received, except in the single in-
the person who played the quinolas
: reversis, when the quinola, to be enti-
benefit, must be played before the two

rick must be made by one person to
‘eversis, which is undertaken when the
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first nine tricks are ed by the same 3
thereiathenmendgl"l:he:zrt{,mdof-m' y
nolas if held by him, except he has played both o
either of them before the two last tricks ; but, ca
the contrary, should his reversis be brokes, be ¥
then is not only to pay the reversis broken, bet B
the stakes to the pools, for the quinolas he mey
have played before the reversis was undertakes.
All consolations paid for aces or quinolas, by the
person undertaking the reversis, are to be retured -
on 'I{inning it. ther simply four scm,
e espaynolette is either simpl
or three aces and one quinola, or two aces aad
two quinolas. The player holdinghit has s right |
to renounce in every suit, during the whole gaig,
and if he can avoid winning any trick, and. thew |
be no reversis, he of course wins the pﬂl‘
in preference to him who is better placed ; but'
obliged to win a trick, he then pays the party
to the other, and returns the consolations he may
have received for aces or quinolas ; and if hehave
a quinola, he must pay the stake to the pool, is-
stead of receiving it. The player having the
espagnolette is at liberty to wave his privilege,
and play his game as a common one, but loses
that privilege the moment he has renounced play-
ingin suit. The player of the espagnolette receives
cousolation in any part of the game, if he force the
quinola,

If the reversis be won or broken, the espagno-
lette pays singly for all the company. When the
person holding the espagnolette can break the
reversis, he is paid as before mentioned, by
the person whose reversis he broke ; he can like-
wise undertake the reversis, but then his hand

must be played as & common game. Thodld he
espagnolette have placed his quindis,und Yuexew
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ither made or broken, he is not to re-
ake ; for when the reversis is attempted,
wre neither received or paid, except by
indertakes it. If, by another player
ace or king of hearts, the espagnolette
part of the game either of his quinolas
pays the stake and his consolation to
rces, except there is a reversis.
:r always puts two fish into the great
ol, and one into the little; besides
y player, at the commencement, puts
mer six fish, and into the latter three ;
ime the stakes are drawn, or when
rwer fish in the pool than the original
pool must be replenished as at first.
ts in the discard, four are to be added
y. The person who gives an ace upon
receives a fish from the person who
t; and if it be the ace of diamonds, he
rtwo. The person who forces an ace
same payments from all the players.
quinoia placed upon a renounce, re-
fish ; the little quinola three; and if
em be forced, the person who forces
e same payment from each player;
ayments should be made immediately,
ng asked for. One or more aces, or
. quinolas, played, or gergi, that is,
the same as if they had been forced
n who wins the party, butit is for him
: and demand them. When either
nola is placed, played, or gergi the
is called & la bonne, and paid double,
yments whatever are double to the
' sits opposite. The payment for the
de or broken, is eighty fish; each
g twenty, and the opposite paxty forvy,
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8 led out, before the person who has really
e party has demanded them, he is to pay
n who might otherwise have been called
b pay.

Before playing a card it is always permitted
how the cards have been played, but it is
owed to observe it to others not making the

.
The player is permitted to examine all his
ricks at any time, but not to look at those
other person, except the last trick.






PART III
AL AND BODILY GAMES

INTRODUCTION.

: is no game even of pure skill in which
1as not some share. For example, at the
. game of Chess or Polish Draughts be-
vo equal players, the result is frequently
ed by a disposition which neither had
or combined. Again, the head of one of
‘ers may be on a certain occasion clearer
t of his adversary; and to this accidental
ity he may be sometimes indebted for a
over a superior player.

7 games, on the other hand, are sports
|uire certain physical dispositions, which
ertain age are but the portion of few.
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BILLIARDS.

WITH INSTRUCTIONS AND RULES FOR THE FOL-
LOWING GAMES, viz.

The White Winning Game.

The White Losing Game.

The White Winning and Losing Game.
The Winning und Losing Curambole Game.
Red or Carambole Winning Game.

The Red Losing Game.

The Simple Carambole Game.

IN order to play this game well, attention must
be given at first to the method of holding the mace
or cue, tg the position in which the player should
stand, and the manner of delivering the ball from
either; but these are much more easily acquired
by observation, or by the direction of a good
player, than by any possible written rules.

The games usually played till lately were the
white winning and the red winning carambole
games; but the winning and losing carambole
game is now become the favourite. .

Almost all the problems at billiards receive their
solution from the two following mathematical
principles :

1st. The angle of incidence of a ball against
one of the cushions is equal to the angle of re-
flection.

2dly. When a ball strikes another, if we draw
a right line between their centres, which will of
course pass by the point of contact, this line

will be the direction the ball Wil follow afker s
struck.
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Fig. 1.

being placed, the first at N, and the

, you must strike the ball M at o,

cket M at B.

ie centre of the pocket B, and that of

onceive a right line; the point ia

intersect the surface of the b\ M,

’Po"tezto the pocket, wi\\ be the
c2
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point on which it should be struck to give
requisite direction. -

Again, conceiving the imagi line pro
by the radius of the ball, the point where
terminate will be that by which the ball

pass.

, In this consists all the skill of the gam
although it must be confessed, that mather
theory alone will never form a player, still
be found, when fine practice is based upon
theory, that the most brilliant results are att

Fy. 3.
L/ N
M(‘\ oM
ﬂ ‘\ //
v.\ - »
\\ P
o

The ball M is almost concesled by the’
with respect to N, so thet it would be
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.on a straight line. You must then en-
to do so by reflection. For that purpose
: upon the side ¢ p the perpendicular
vlonged to m, so that o M may be equal

Aim at the point m, and. you will strike
*flection from c .

Figure 2, continued.

M, E 7
AN 77
AN ¢ V4

[] E p /g\\ _( , R4
} Va AN ’/’
Mg N |
'\ 4
NN
I/
I,, D

ike the ball M, after two reflections.—
oint M, conceive upon the side B ¢, the
calar M o extended to o M, so thakt W
e equal to 0 M. From the pownt W,
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scover the direction of a ball after striking
—Strike the ball N, which will hit M at o,
1 the point o draw the tangent o P, and
1 the centre of the ball N, when arrived at
at of contact, draw the parallel line n P to
1M P will be the direction of your ball after
; that of your adversary.
e present edition, I have suppressed all the
tions of the odds; and for this reason—that,
ilating the chances of the respective players,
ition of the balls upon the table must form
st important element of the calculation—
o, the value of which would be instantly
a mathematical eye, and in the ab-
)f w{mh, any calculations that might be
ted would be erroneous.

iE DIFFERENT GAMES OF BILLIARDS.

he while winning game, played with two
balls, is twelve in number, when two per-
lay, and fifteen when four play; scored
amliently of forfeitures) from winning ha-
nly.

he white losing game, also twelve in number,
with two white balls, is the reverse of the
g the points being scored from losing and
. or wmmng and losing hazards.

'he white winning and losing game, is a com-
n of the two precedmg ; all balls put in by
; the adversary’s ball first, reckon towards
ne.

three preceding games should be made
ctory to the knowledge of those with three
e balls, which are more complicated and

‘ofce of balls,—in which the player chooses
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his ball each time; an imlen_hble advan
generally played against the losing and

game. :
5. The bricole , signifies required
strike a cushion grom whence tll::fil to _

s0 a8 to hit that of the ad y

to giving eight or nine points. both

play bricole, the game is ten, scored from

hazards, and forfeitures. ;
6. The bar-Aole game, 80 because the

which the ball should be for is baw

and the player strikes for another hole.

this is played against the common the

vantage to the last-mentioned is .

points.

7. One-hole, in which all*balls that go inte sl
hole are counted, and the player who best lays
ball at the brink of that i , s
advantage. The lead should be given from
end of the table where the last hazard has bem
made.

8. Hazards, so styled as depending entirely
upon making hazards, no account being keptof
game. Many persons may play at a table with
balls that are numbered, though to avoid confasia
seldom more than six play at once. The perssa
whose ball is put in pays a fixed sum for each bs-
zard to the player, and he who misses pays half
the same to him whose ball he played at. The
only general rule is not to lay any ball a hazard fer
the next player, which may best be done by alway
playing upon him whose turn is next, and either
bringing his ball close to the cushion, or puttiag
it at a distance from the rest.

9. The doublet game is ten in number,
with two balls, most commonly ageinsk the

winning game, and no harerd s weordl wis
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everberation from the cushion, calcu-
ivalent to giving five points.
ommanding game, where the adversary
‘he ball which the striker is to play at,
qual to having fourteen points out of
.r: usually given by a skilful player
e common game of an indifferent one.
2 limited game is very seldom played. In
le is divided by a line, beyond which, if
:r pass his ball, he pays forfeit.
e red, or winning and losing carambole
asists of twenty-one or twenty-four points,
d from caramboles, and from winning and
razards, equally ; both white and red. Each
white hazards and the carambole counts
he red hazard, three points.
The winning carambole (or red) game is six-
or eighteen in number, obtained (indepen-
of the forfeitures, which every game has
1ar to itself) by winning hazards and carom

. The losing carambole is nearly the reverse
¢ winning, and consists of sixteen or eighteen
s, made by caramboles, losing, and double
rds ; counted as in the winning and losing
B. The simple carambole, which is only a
1g variation from the above, the reader will
particularized at page 321.

e carambole games are played with three
; one red, which is neutral, and termed the
sbole: the other two white: one of them
‘ed to each player. The carambole is placed
a spot on a line even with the stringing-nai
e bottom of the table; and after leading fror
\pper end, the striker is either to make Y

g or losing hazard, according to the p¢



but the player at the commencement of

or after his ball has been holed, is at
place it where he pleases. The leader,

striking at the red ball, should lay his o
behind the same, and the opponent m:
either of them; if the said opponent pl
hole the red ball, he scores three ; then tk
is to be replaced upon the spot, and f
may take his choice again, always foll
stroke till both balls are off the table;
two points for every carambole; but if
that he hole his own ball, then he lose
as otherwise he would have obtained ;
strike at the red ball, and should carm
hole that ball and his own, he loses fi
and when he holes all three balls he lo
which respective numbers he would have
he not holed his own ball.

16. The caroline or carline game
either on a round or square table with
two white, one red, another blue, and th
ball yellow. The red ball is to be pla

SRNUU B UL T, O
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ur game consists of two partners on
wy of the common games, who play
after every winning hazard lost.
1shion game consists in the striker
all from the top of the baulk cushion
lowing his stroke upon the table, and
layed in the winning, or winning and
reckoned equal to giving 6 points,

REGULATIONS TO BE OBSERVED AT
& WHITE WINNING GAME.

or the lead and choice of balls.

ging, the striker should stand with
thin the limits of the corner of the
t place his ball beyond the stringing
s: his adversary alone is bound to
tands and plays fair, otherwise he is
» any forfeiture.

:ader follow his ball with either mace
d the middle hole, his adversary may
d again.

itely after a hazard has been won, the
»e broken, and the striker is to lead

1 hazard has been lost in either of
sles, the leader, if his adversary re-
lead from the end of the table where
as lost, but if the hazard were lost in
middle holes, the leader may play
nd of the table.
striker miss his adversary’s ball, he
it; and if by the same stroke he should
ball, he loses three points.
r the stroke is foul or fair, ¥ e
is own or both balls, or force Gher
2D
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or both of them over the table or in a ¢
he loses two points.

8. If the striker force his adversary’s t
the table, and his adversary should chance
the same, 8o as to make it come on the tabl
the striker nevertheless wins two points.

9. If the striker force his own ball ¢
table, and his adversary should stop and
to come on the table again, the striker I
thing, but retains the lead, because his ac
ought not to stand in the way, or near the

10. If the striker miss his adversary’s t
force his own over the table, and it sh
stopped by the adversary, he loses one pc
has the lead if he choose.

11. If the striker who plays the stroki
make his adversary’s ball go so near the
a hole, as to be judged to stand still, and i
afterwards fall in, the striker wins noth
the ball must be put on the brink where :
for his adversary to play at the next strok

N.B. There is no occasion for challen;
ball if it stop.

12. If the striker’s ball should stand
brink of a hole, and in attempting to ple
he shouid make the ball go in, he los
points.

13. If a ball should stand on the brink o
and should fall in before or when the str
delivered his ball from his mace or cue,
have no chance for his stroke, in that case
must be replaced and the striker play aga

14. The striker is to pass his adversar
more especially if he miss the ball on |

and his adversary may oblige Mmto place
where it stood, and play until hie has o
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If the striker play with a wrong ball, he loges
ad

If the ball should be changed in a hazard
me, and not known by which party, the ha-
nust be played out by each with their differ-
ills, and then changed.

If the striker play with his adversary’s ball,
1ould hole, or force the ball he played at over
ble, it is deemed a foul stroke.

If the striker play with his adversary’s ball,
iiss, he loses one point, and if his adversary
rer that he hath played with the wrong ball,
iy part the balls and take the lead.

In all the before-mentioned cases with the
1 ball, if the error be not discovered, the ad-
-y must play with the ball the striker played
>ughout the hazard, or part the balls and take
ad

Whoever proposes to part the balls, and
versary agrees to it, the proposer loses the

Two missings do not constitute a hazard,
i previously agreed on to do so.

When four people play, each party may
It with, and direct his partner in any thing
iting the game, &c.; and the party who
3 twice before a hazard is made, is out, and
iis partner’s turn to play; and though his
m{ should hole a ball, so as to make a ha-
it the stroke following the two missings, yet
arty who did not make the two missings is
¥, as he cannot be supposed to be out who
ot made a stroke.




4, oo
table, OF on & C cushion, 1ev=""

stnker e le d
lf hes 1k os his advers arysbt“.
forces h table, &c- he loses

pomt d he 1e d
1f the striker hole his wn ball, be
two and if pe hole both ba\ls, he Wi

points
. If the stnker hole e jther he bal
. forces the O ver the t& table, &c o he k

Jead only-



BILLIARDS. 305

est of the articles of regulations, &c., as in
ning games, are likewise to be observed.

WHITE WINNING AND LOSING GAME,

ombination of the two preceding: and all
put in bt{lstriking the adversary’s ball first
owards the game.

rs are particularly requested to observe,
ept those rules which constitute the pe-
of each game, certain general regulations
icable to every one of them, which to avoid
n, are mostly given under the head of the
g and Losing Carambole Game.

NNING AND LOSING CARAMBOLE GAME,
iD WITH THREE BALLS, TWO WHITE AND
LED,

:nty-one or twenty-four in number, reck-
th from winning and losing hazards and
lles, is by far the fullest of variety, and of
r games is the best calculated to afford
ent; the chances are so numerous, that the
it are not usually calculated, but generally
irding to fancy, or the custom of the table.
wenty-one game is most common, but that
y-four more fashionable.

rc. in the Winning and Losing Carambole
; the general laws and regulatious of which
plicable to all the other games.

' game commences by atringng fot Ne
the choice of balls.
2D 2
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met his own ball, he loses three points and the

12. If the striker force either of the balls over
the table, he loses the lead.

13. If the striker force his own, or either of
the other balls over the table, after having made
Acarambole or hazard, he gains nothing, and also
loses the lead.

14. If the striker hit both the red and his
Mdversary's ball with his own ball, this is called
& carambole or carom.

15. If the striker with his own hole his adver-

s ball, he wins two points.

16. If the striker hole the red ball, he wins

points.

1%. If the striker hole his own off his adver-
sary’s ball, he wins two points.

18. If the striker hole his own off the red ball,

wins three points.

19. If the striker hole both his adversary’s and
the red hall, he wins five points.

20. If the striker, by playing at the red ball,
hole his own and the red bali, he wins six points.

21. If the striker, by hitting the white ball
first, hole both his own and the adversary’s ball,
he wins four points.

22. If the striker, by striking at the red ball
first, hole both his own and his adversary’s ball,
he wins five points : three for holing his own ball
off the red, and two for holing the white ball.

23. If the striker play at his adversary’s ball
first, and hole his own ball and the red, he wins
five points :—two for holing his own ball off the
white, and three for holing the red ball.

24. If the striker play at his adversary's e\,
and hole it, at the same time thet hie pockew

both his own ball and the red, be Wins even
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points:—two for holing his own ball off the white;
two for holin%dllﬁu adversary’s; and thres for
holing the red ball. .o

25. If the striker play at the red, and boks
his own ball off the same, and the red ball, and
his adversary’s, by the same stroke, he wins eight -
points :—three for holing his own ball off therel;
three for holing the red ; and two for holing the
white ball.

26. If the striker make s carambole, and by th
same stroke pocket his s ball, he win
four points :—two for the , and two for
the white hazard.

27. If the striker make & carambole, and
the red ball, he wins five points :—two for td
carambole, and three for the red hasard.
(he ved snd ‘s advermarye bll e guin srem

e and hi (] , [
points :—two for the carambole; two for the
white; and three for the red ball.

29. If the striker make a carambole by striking
the white ball first, and hole his own by the same
stroke, he wins four points :—two for the carem,
and two for the white losing hazard.

30. If the striker make a carambole by strik-
ing the red ball first, and by the same stroke
pocket his own ball, he wins five points :—two
for the carambole, and three for the red losing
hazard. -

31. If the striker play at the white ball finst,
and should make a carambole, and also hole his
own and his adversary’s ball, he wins six points:
—two for the carambole, and two for each white
hazard.

32, If the striker play ut the red ball firet, and

carambole, and should likewise hole e cwnwi
his adversary’s ball, he geins seven ponia—iwe
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the carom ; three for the red hazard ; and two
the white hazard.

3. If the striker should carambole by playing
t at the white ball, and also hole his own and
red ball, he wins seven points :—two for the
»m ; two for the white losing hazard ; and three
the red winning hazard.

4. If the striker should carambole by striking
red ball first, and at the same time hole his
1, and the red ball, he wins eight points :—two
the carom ; three for the red losing, and three
the red winning hazard.

5. If the striker should carambole by striking
white ball first, and hole his own and his ad-
ary’s, and the red ball, he wins nine points :—
for the carambole; two for each of the white
wrds ; and three for the red hazard.

5. If the striker should carambole by striking
red ball first, and by the same stroke hole his
. and the red, and his adversary’s ball, he gains
points :—two for the carambole ; three for the
losing; three for the red winning, and two for
white winning hazard.

7. After the adversary’s ball is off the table,
the two remaining balls are either upon the
, or within the stringing-nails or spots, at the
er end, where the white balls are originally
ed in leading, it is called a bdaulk : and the
ter who is to play from the ring must strike
opposite cushion, to make his ball rebound, so
o hit one of the balls in the baulk ; which, if
lo not, he loses one point.

3. It sometimes happens, after the red ball has
1 holed or forced over the table, that one of the
te balls so occupies its place, that it cannot be
upon its proper spot without toudhing the
* In such a case, the marker touek ho\W Yoo
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red ball in his hand, while the striker plays
adversary’s ball, and immediatelely afterwa
place the red on its proper spot, so that itm
prevent a carambole, &c.

39. If the striker play with the wrong ba
a foul stroke.

40. Ifthe striker be going to play with the
ball, no person in the room ought to discove
him, except his partner, when they are pla
double match.

41. If the striker play with the wrong ba
his adversary should not discover it, h
reckon all the points gained by the stroke, ¢
marker is obliged to score them.

42. If the striker, after having made a '
or carom, move with his hand or stick eit!
the balls which remain upon the table, the
is deemed foul.

43. If aball be found to have been change
ing the game, and it is not known by which |
the game must be played out with the balls:
then are.

44. No one has a right to take up or
wise move a ball, without permission of tl
versary.

45. If a striker touch his ball with the
ment twice, the stroke is foul.

46. If a striker be impeded in his stroke
adversary or a spectator, he has a right tor
mence the stroke.

47. If the striker should accidentally mc
own ball, without intending at the time to
stroke, he loses no point; but the adversar
replace the ball.

48. If the striker touch his bell, and

his mace or cue go over or pPastIY, he Yo
point.
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either of the players, in the act of striking,
o move his own, the adversary’s, or the
from the place it occupied on the table,
e is foul.

‘hen the striker’s, and either of the other
80 close as to touch, and in playing the
ff, the latter is moved from its place, the
considered foul.

the striker, in attempting a stroke, do not
1 ball, it is no stroke, and he must strike

. when the balls are very near each other,
er should make his ball touch the other,
: considered a stroke, though not intended

the striker play upon a ball which is still
the stroke is foul.

"hoever stops a ball when running loses
if his adversary do not like the ball he

lay at the next stroke.

Thoever retains his adversary’s cue or

hen in the act of striking, makes the stroke

"the striker interrupt the course of his own
en running towards a hole, after having
miss, and it is the opinion of the marker
rould have entered the pocket, had it not
errupted, he loses three points.

nd if the striker should interrupt, stop, or
adversary’s ball out of its course, when
towards or into a hole, he is subjected to
e forfeiture.

* the striker, after having made a hazard, or
le, interrupt the course of his own ball,
te is foul ; and he cannot score any of tow
: may have thus made. .
: who blows upon a ball when Tonniny
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makes the stroke foul ; and if his own t
running towards a hole, or near a hole, a

by his adversary to blow upon it, he |
points.

60. If the striker play with both fee
ground, the stroke is deemed foul.

61. Whoever strikes the table when ¢
rnnninf‘.‘ ‘makes the stroke foul. |

63. If the striker throws his mace or
the table 20 as to baulk his adversary, |
him to make a foul stroke.

63. If = ball be made to go extremely
brink of a hole, and after sensibly stan«
falls into it, the striker wins nothing, anc
must be put on the same brink where
before the ad makes his next strok
it should fall into the hole at the instant t
hath played upon his ball, so as to pr
success of his strcke, the striker’s and t
sary’s balls must be placed in the sam
position, and the striker play again.

64. He who will not play the game ¢
the same.

65. If a person agree to play with the |
obliged to play with it during the who
game or match ; but if no agreement b
made, he may at any time change it for 1
and vice versd. But when the parties agre
mace against cue, the mace-player has o
use a cue, nor has the cue-player any rig
a mace, without permission.

66. When a person agrees to play wi
he must play every ball within his reach
point thereof ; and if he should agree to
the butt of the cue, he hes no riget et &

play with the point, Without permiss)
when the parties agree to pPlay povnt
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the cue, neither of them has any right to use the
bit; but every person who plays with a cue, may
we occasionally a long one, and in such case
be may play with the point of a long cue or a

67. If the striker should make his mace or cue
touch both balls at the same time, it is deemed a
foul stroke, and if discovered by the adversary, he
wins nothing for any points he might make by
the stroke, and the adversary may break or part
the balls.

68. Whenever a foul stroke is made, it is at the
option of the adversary either to part the balls,
ad play from the striking ring, as at the begin-
ding, or, if the balls happen to be in a favourable
Pposition for himself, to suffer the preceding striker

to score the points ; which the marker is obliged
to do, in every case where the balls are not
ken.

69. The adversary only is bound to see that the
8triker plays fair, which if he neglect, the striker
wins all the points he may have made by that
particular stroke, and the marker is obliged to
8core them.

70. No person has a right to discover whether
a stroke be fair or foul until asked, unless during
a four match; and in that case, none but the
player or his partner has a right to ask it.

71. Should a dispute arise between the players
concerning the fairness of a stroke, the marker
alone is authorized to decide, and from his decision
there is no appeal : but if he happen to be incom-
petent, the majority of the disinterested company
then present should decide the dispute.

72. Whoever proposes to part the balls, andnis
adversary agrees, the person who made the pio-
posal loses the lead.

2 e
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stroke, that may have any tendency tc
the player.—If A propose a bet which i
by B, it must be confirmed by A, othe
no bet.—If any bets be laid on the haza
striker should lose the game by a mi
stroke in question, it cannot be a hazard
being out by a miss. In all cases thel
to abide by the determination of the pl
the betters have a right to demand th
when their game is over.

74. Every persou ought to be very
and listen for the stroke, before he open
of a billiard room.

75. The striker has a right to comma
versary not to stand facing or near hin
annoy or molest him in his stroke.

76. Each party is to take care of hisc
and his adversary has no right to ar
questions; as,—if the ball be close ?—if
the ball ? &c.

77. The marker should make those pe
do not play, stand from the table, and

far tha nlavara tn naea fraslv rannd
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what manner he may play his ball. And
one, and discovered by the adversary, he
vent the striker from scoring the points he
te by the stroke. Neither, after a stroke
n played, has any one a right to detect any
1e striker may have committed.

OR CARAMBOLE WINNING GAME, PLAYED
TH THREE BALLS, TWO WHITE AND ONE
D.

game is sixteen or eighteen tn number, formed
rom winning hazards and caramboles.
ere are two methods of playing this game : one
by the players striking allernately, in which the

fg points is usually 16 ; the other where

the ptayera Sollow their wcceasful strokes, and
then the points are 18 ; the latter mode i3 now
generally used.
le red or carambole winning game is full of va-
riety ; and there being so many chances in it,
which makes it a game of great uncertainty, the
odds are mot calculated, but bets are generally
b:;se according to fancy, or to the custom of the
table.

1. String for the lead, &c., as in the winning

d losing game.

2. The red ball is to be placed on a spot made
: the purpose, in the centre, between the string.

g nails at the bottom of thetable, higher up tha

the carambole winning and losing game.

3. After the first striker has played, his adve

ry is to play next, and so on alternately ; or t'
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striker is to follow his gaining stroke, as:
been agreed upon.

4. lfl;h;ylth'e miubothbl;ﬂl. he |

int; i same stroke pocke
m he loses three points.

5. If the striker carambole, he wins tw

6. If the striker hole his adversary’s
wins two points.

7. When the striker holes the red ball
three r{ointa.

8. If the striker hole his adversary’s a1
ball by the same stroke, he wins five poin
for the white, and three for the red ball.

9. If the striker carambole and at the &
mat his adversary’s ball, he wins four
- for the carom, and two for holing -

10. If the striker should carambole an¢
red ball, he wins five points.—Two for t]
and three for pocketing the red ball.

11. If the striker carambole, and
stroke hole both his adversary’s and the
he wins seven points.—Two for the caram
for the white, and three for the red haza

12. Forcing either of the balls over the
in the winning and losing game, reckons

13. If the striker force his ball over
and at the same time should make a car:
hole either of the other balls, he gains o
the stroke.

14. When the striker forces either
sary’s or the red ball over the table, a
same stroke holes his own, he loses noth

15. If the striker make a foul stroke, 8
same time should hole his own ball, be

or three points, according ‘o which bl
first.
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striker play with the wrong ball, and
:ime make a losing hazard, he loses
r three points, according to which
< first, and the stroke is considered

striker should play with the wrong
1 both the remaining balls, he loses
1if the ball should go into a hole, he
ints, and the stroke is deemed foul.
striker playing at the baulk, should
ball, he loses three points.
triker pocket either or both the balls,
ambole when the balls are within the
18 two, three, five, or seven points,
he stroke.
the striker plays! from the spot or
er of the balls within the baulk, he is
" the balls, otherwise it is no stroke
the striker’s ball and the red ball are
11k, he is not obliged to pass the ball.
either of the white balls has been
: red or the white stands so near that
anot place this ball without touching
marker must hold the red ball in his
cted in the 37th rule of the Winning
ame.
r of the balls should be before, be-
1e side of the spot, so that the striker
e his own ball without touching the
st play the ball as he can from the
1er of the balls must be removed to
him.

2 x 2
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RED OR CARAMBOLE LOSING GAME, PLAYEI
THREE BALLS, TWO WHITE AND ONE R]

The game is sixieen or eighteen in number, a
Red Winning Game, scored by caramboles,
and double hazards.

The Red or Carambole Losing Game requires
Judgment than the winning, and dependsma
on the skill of the player; the chances in
happen sometimes to vary more than at th
ning Carambole Game, especially if the pla
nof properly understand the skilful part.

1. THE game begins in the same manner
carambole winning game.

2. If the striker miss both the balls, helo
point ; and if he hole his own ball by th
stroke, he loses three poiuts.

3. If the striker hit the red ball first, and
hole it, he loses three points, and the ball n
immediately replaced on its proper spot.

4. If the striker hit the white ball firs
should hole it, he loses two points.

5. If the striker hole the white and t
ball by the same stroke, he loses five point
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8. If the striker make a carambole by striking
the white ball first, and should hole his own ball
by the stroke, he wins four points; viz. two for
the carambole, and two for holing his own ball on
the white.

9. If the striker make a carambole by striking
the red ball first, and by the stroke should hole
his own ball, he wins five points; viz. two for the
arambole, and three for holing his own ball on
the red.

10. If the striker make a carambole by striking
the white ball first, and by that stroke should hole
bis own and 'his adversary’s white ball, he wins
8ix points ; viz. two for the carambole, two for

holing his own ball on the white, and two for
holing his adversary’s or the white ball.

11. If the striker make' a carambole by striking
the red ball first, and by the said stroke should
hole his own ball, and his adversary’s white ball,
he wins seven poiuts ; viz. two for the carambole,
three for holing his own ball on the red, and two
for his adversary’s white ball.

12. If the striker make a carambole by striking
the white ball first, and by the stroke should hole
his own and the red ball, he wins eight points;
viz, two for the carambole, two for holing his own
:::l on the white, and three for holing the red

1.

13. If the striker make a carambole by striking
the red ball first, and by the stroke should hole his
own and the red ball, he wins eight points; wz.
two for the carambole, three for holing his own
ball on the red, and three for holing the red ball.

14. If the striker make a carambole by striking
the white ball first, and should hole all the three
balls, he wins nine points; viz. two for The o~

rambole, two for holing his own ball on the Whke.,
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two for holing his adversary’s white ball, and three
for holing the red ball.

15. If the striker make a carambole by striking
the red ball first, and by the stroke should hole all
the balls, he wins ten points; viz. two for the
carambole, three for holing his own ball on the
red, three for holing the red, and two for holing
his adversary’s white ball.

16. If the striker hole his own ball on the white
ball, he wins two points ; and if on the red, three
points.

17. If the striker, by striking the white bal,
should hole his own ball and his adversary’s white
ball, he wins four points; viz. two for holing his
own ball on the white, and two. for holing his ad-
versary’s ball. )

18. If the striker, by striking the red ball, should
hole his own ball and his adversary’s white ball,
he wins five points ; three for holing his own ball
on the red, and two for holing the white ball.

19. If the striker strike his adversary’s white
ball, and should hole his own ball and the red, he
wins five points ; xiz. two for holing his own ball
on the white, and three for holing the red ball.

20. If the striker strike the red ball, and should
hole his own ball, and his adversary’s white ball,
he wins five points ; viz. three for holing his own
ball on the red, and two for holing his adversary’s
white ball.

21. If the striker strike his adversary’s white
ball, and should hole all three balls by the same
stroke, he wins seven points ; viz. two for holing
his own ball on the white, two for holing his ad-
versary’s white ball, and three for holing the red

ball.
22. If the striker strike the red bal), and el

"

hole all the balls by the same stroke, he Wins a8t
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points ; viz. three for holing his own ball on the
red, three for holing the red ball, and two for
boling the white ball.

23. Ifthe striker strike the red ball, and should
hole his own and the red ball, he wins six points ;
viz, three for holing his own ball on the red, and
three for holing the red ball.

N.B. The rest of the rules and regulations are
likewise to be observed, as in the rules for the
Carambole Winning Game, &c.

THE SIMPLE CARAMBOLE GAME, PLAYED WITH
THREE BALLS, AS IN THE OTHERS.

The game is twelve in number, arising from caram-
boles and forfeitures.

This game, possessing very few chances, requires both
skill and judgment, and is seldom played alone,
but generally by able proficients against the win-
ning and losing, or the winning game of novices,
considered equal to giving fifteen out of twenty-
Jour points. It is also played two different ways ;
n one the hazards lose, in the other they are not
reckoned ; the first mentioned is the customary me-
thod, where the striker, upon making a hazard,
loses as many points as he by that stroke would
have gained in either the winning or losing game.

1. The game is begun as in the preceding caram-
boles.
2. If the striker miss both balls, he \ores one sy

and when he pockets his own bell, e \ores Rnee
points,
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3. When the striker makes a carambole, he
scores two, except he holes his own ball on that of
the adversary, or holes the adversary’s ball, and °
then he loses two points.

4. And when he caramboles, and holes either
his own ball on the red, or holes the red ball, he
loses three points.

5. And also should he hole both his own and
the adversary’s ball, then he loses four points.

6. And when he holes both his own and the red
ball, he loses five points, if he played at the white,
and six if at the red ball.

7. And likewise if he should hole all three balls
at one stroke, he loses seven points, if he played
at the white, and eight if at the red ball.

The rest of the rules and regulations used in
this are similar to those belonging to the other
games, when they are not contradictory to any of
the seven above-mentioned.

CHESS.

THE works already extant on this beautiful and
scientific game would form a voluminous library
of themselves, yet so little do they differ from
each other, that the system of attack and defence
laid down by the earliest writer upon Chess,
Damiao de Goa, a Portuguese, who flourished
about the end of the fifteenth century, is identi-
cally the same as the system laid down by Mr.
Lewis in his recent publication, which may justly
be considered as our most classical authority ugan
the science of Chess. . . .

For this reason, and impressed with Cae conve
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alone will never form a chess
1 the present suppressed a great
: illustrations given in the former
work ; enough, however, remain
sses of study, which, after all, im-
2 mechanical skill.* The essential
e the learner thoroughly acquainted
amental principles of the game,
with good players will soon lead to
»plication.
aental principles of Chess are very
onsist—
«covering the tactical or weak point
sary’s position.
rapid concentration and skilful direc-
mass of your forces upon that tactical

depends in a great measure upon the
of the player; and when this quality is
in an eminent degree, it is ‘rather in-
in acquired.
sond must depend upon his practical
1pon his knowledge of the mechanism of
,in order to play them so as to combine
Itaneous action, according to the quali-
nt in each, for which ample instruction
und in Mr. Hoyle’s Directions. Con-
self, therefore, to general principles, [
t down as a maxim, that the offensive is
dvantageous strategy ; for if the funda.
nciple of the game consists in directiny
»f your forces upoun the adversary’s tac
, it must follow as a necessary conss

u, in his Confessions, bears out this assertion;
shat himself up for six weeks, and pored ove
‘scientific treatises of his day—for on s S

by a mere tyro.
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quence, that the first means of applying the prin-
ciple consists in seizing the initiative or the offen-
sive. In order, therefore, to apply skilfully this
incontrovertible principle, castle as early as

sible, by which you place your king in a position
of security, and bring a powerful piece, the rook,
into action. But if, on the other hand, your ad-
versary should have seized the initiative, do not
castle until he has well developed his attack, and
ithe castle on the opposite side, by which you re-
move your king out of the tactical direction, or
the radius of attack, and oblige your adversary to
change his front. Should you, on the other hand,
imprudently castle on the side on which your ad-
versary has developed his attack, you executes
flank march before an army in position, and, like
Soubise at Rosbach, will infallibly lose your
army and your honour. Act, therefore, always
en masse, reconnoitre well your adversary’s posi-
tion, and remember that it is skilful disposition
and a rapid combination of simultaneous attacks
which determines the result. Chess being a game
of pure skill, induces many people to look upona
great chess player as a being endowed with a
superior capacity ; but this I have no hesitationin
ranking as a popular fallacy. Some of the greatest
chess players have in other respects been mere
imbeciles ; while, on the other hand, men of the
most splendid genius have never been able to attain
more than a mediocrity of skill. Early instruction—
constant practice, limited to one single object—a
mechanical memory for combination, strengthened
by exercise—and that peculiar turn for play which
is so much more powerfully developed in some
men than in others—these arxe the sources of

the science of Chess, but which axe, howess,

B L S P
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no indication of other talents. Neverhdes
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:, I do not rank Chess as a puerile
| agreeable pastime, and by exer-
2llectual powers in the combination
:n it is true, will form the mind of
habits of reflection and induction,
are it for other combinations of the
ance in the great game of life.
generally asserted, bears a striking
1e science of war, and, as a co-
ws that a great general must be a
yer. The latter is not borne out by
Gustavus Adolphus, Charles the
sleon, and a host of other distin-
ors, were but indifferent chess
her does Chess bear the analogy to
so generally supposed. Strategi-
I grant there may be some identity
but tactically speaking, it does not
: reason is obvious—in actual ope-
field, locality plays a distinguished
>f battle generally presenting every
:nd, while the chess-board is marked
t uniformity of configuration. To
:t, this defect, it is that tacticians
the desideratum of a game which
: a more faithful image of war, and
ortunity of combining the action of
i, and of making the application of
8 to every variety of ground. With
.me (Jeu de la Guerre) was invented
inning of the present century by a
ich the celebrated Massena for a
considerable attention. But a still
game, the Kreiggs Spiele, was in-
I\l'ears ago by a Prussian officer of
caused at the time consderdtle
e military circles on fhe ConXinenk.
2 F
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The apparatus of the game may be s¢
arsenal at Berlin. It illustrates with th
fidelity the operations ot the three arr
field, and is furnished with plans of gro
biting every local feature by which tactic
ments are effected, and also with marks
to the scale of the plan, shewing the act
which the bodies of troops they represent-
cupy, whetherin line or en masse. The *
of the game consists in small rectanguli
various in size, according to the stren;
force they represent, from sections of me¢
single files, and single pieces of or¢
masses of six battalions with their
There are also scules shewing the :
musketry and artillery either with grape
shot. Plans of the battles of Ligny,
the Kalsback, Quatre Bras, and ot
brated fields, have been expressly lithogr
this game, exhibiting every gradation
and at different intervals. The game is
two persons and presided by an umpi
now very generally cultivated in the :
Russia and Prussia.

Chess, from time immemorial, was .
Hindostan by the name of Chaturang
four members of an army (elephants,
chariots, and foot-soldiers); afterward:
sia, styled Chatrang (the game of ki
Shatranj (the king’s distress) by the .
undergoing various other changes in
languages, ultimately formed the Engl:
lation of Chess. It is played on a bc
thirty-two picces of different forms, ¢
tions, and powers, divided into twa ¢

parties.
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CHESS MEN,

ess-board, like the draught-table, contains
r squares, chequered black and white.
and his officers, being eight pieces, are
t different ends upon the first lines of the
white corner of which, numbered 1, is to
| towards the right-hand of one player,
other white corner opposite diagonally,
164, towards the right hand of the ad-

hite king must be upon the fouth, =
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black square (marked 61), at one end of the board
reckoning from the right; the black or red king
upon the fifth (5), a white square, at the other
end of the board; opposite to each other. The
white queen must be upon the fifth (60), a white
square, on the left of her king. The black queen
upon the fourth (4), a black square on the right
of her king. The bishops must be placed on each
side of their king and queen; 59 and 62 for the
white, 3 and 6 for the black. The knights on
each side of the bishops: the white on 58 and 63,
the black on 2 and 7. The rooks, in the two
corners of the board, next to the knights, 57 and
46 of the white, | and 8 of the black : and the
eight pawns, or common men, upon the eight
squares of the secend line ; the white on 49 to 56,
and the black on 9 to 16 inclusive.

The pieces, and pawns, on the side of each
king, take their names from him, as those on the
side of the queen do from her, and are called the
black or white king’s bishop (6 and 62); the
king’s knights (7 and 63); the king’s rooks (8
and 64); the king’s pawns (13 and 53); the
king’s hishop’s pawns (14 and 54); the king’s
knight’s pawns (15 and 55); the king’s rooks
pawuns (16 and 56) ; the black or white queen’s
bishops (3 and 59) ; the queen’s knights (2 and
58) ; the queen’s rooks (1 and 57); the queen’s
pawns (12 and 52) ; the queen’s bishop’s pawns
(11 and 51) ; the queen’s knight’s pawns (10 and
50); and the queen’s rook’s pawns (9 and 49).
The squares are named from the pieces, tiz.
where the king stands, is called the square of the
king ; where his pawn stands is called the second
square of the king : that before the pawn is called
the third square of the king; that beyond it is
called the fourth square of the king; and so of

all the rest.
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The kings (styled Chah by the Orientals) move
€very way, but only one square at a time (except
in the case of castling), and must always be at
least one square distant from each other. Sup-
Pose the king placed on No. 37, he may be moved
Jrom thence to 28, 29, 30, 36, 38, 44, 45, or 46.
‘The king may leap once in the game, either on
his own side, or on the side of his queen, in which
case the rook is moved into the next square to
the king, and the king moves to the square on the
other side of him, which is also called castling ;
bat he cannot do so, if there be a piece between
him and the rook ; nor after this rook has been
played ; nor after the king has been moved ; nor
when the king is in check ; nor when the square
©ver which he means to leap is viewed by an ad-
verse man, who would check him in his passage.

The black king castles on his own side, by moving
Jfrom 5 to 7, and placing the rook (8) on 6; on lus
queen’s side, by moving to 3, and placing the rook (1)
on 4. The white king castles on his own side, by
moving from 61 to 63, and placing the rook (64) on

62; on his queen’s side, by moving to 59, and
placing the rook (57) on 60.

The queen (originally pherz, general) possesses
the moves and powers of the rook, and bishop,
in a straight line, and also angularly. The queen
may be moved from 37 to 1, 5, 16, 33, 40, 58, 61,
64, or any intermediate squares in those directions.

The bishops (formerly fil, an elephant) move
only angularly, backward or forward, in the same
colour as each are at first placed, but can take at
any distance when the road is open. A4s from 36,
the bishop may be moved to 8, 9, 57, or 63, and from
37 to 1, 16, 58, or 64, or any of .the intervening
squares.

The knights (lorse-soldiers) move obliquely

2r 2
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backward or forward, upon every third square, in-
cluding that which they stood on, from black to
white, and from white to black, over the heads of
the men, which no other is allowed to do: as for
instance, from 36 a knight may move o 19, 21, 26,
30, 42, 46, 51, 53, passing over any pieces on 28,
35, 37, or 44 ; and from 37, the knight can be moved
t0 20, 22, 27, 31, 43, 47, 52, 54, passing over any
thing placed on 29, 36, 38, or 45.

The rooks (at first rat’h, an armed chariot, after-
wards rokh, an hero) move in a right line, either
forward, backward, or sideways, through the
whole file, can stop at any square, and take at any
distance, when no other piece intervenes.

A rook placed on 37 may be moved to 5, 33, 40,
61, or uny intermediate square.

A pawn (pedone, foot-soldier) moves one square
at a time, in a straight line forward, and takes the
enemy angularly. He may be moved two squares
the first move, but never backward, and is pro-
hibited from quitting his own file, except in case
of making a capture, when he is moved into the
place of the captive, and afterwards advances for-
ward in that file. If a white pawn be placed on 3],
and a black on 28, either of them could take the
other ; but suppose the while pawn on 37, a black
rook on 29, a black bishop on 28, and a black knight
on 30, the pawn then could not take the rook, but
might take either the bishop or the knight.

If the square over which any pawn leaps be
viewed by an adversary, that man may take the
pawn, and then must be placed in the square over
which the pawn has leaped. A pawn, getting
to the head of the board upon the first line of the

cnemy (styled going to cueen), may be changed
for any one of the pieces lost in the course of W™
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nd the piece chosen must be placed on the
it which the pawn had arrived.
nen take the adversaries who stand in their
rovided the road lies open; or they may
it, and must be set down in the same
3 from which the contrary men are taken.
white queen be on 60, and a black knight on
e queen can take the knight, which then is to
sed off the board and the queen placed on 46 ;
" the knight be on 45, then the queen cannot
him, though he can take the queen, who then
be removed, and the knight placed on 60 ; or
ose a white rook on 61, and a black bishop on
the rook can take the bishop, and afterwards is
e placed on 13. .
Vhen the adversary’s king is in a situation to
taken by you, you must say check, to him: by
ich you warn Kim to defend himself, either by
inging his place, or by covering himself with
e of his own men, or by taking the man who
saults him; if he can do none of these things,
is check-mated (chamat, the king is dead) and
ies the game. The king cannot change his
vare, if he by so doing go into check; and
1en he has no man to play, and is not in check,
t is so blocked up, that he cannot move without
ing into check, this position is called a stale-
ite, and in this case the king, who is stale-mated,
ns the game in England, but in France this
uation makes a drawn game. Place the black
g on 33, with pawns on 30 and 39 ; the white king
44, a white bishop on 34, with pawns on 38 and
3 if the white king be moved to 35, black wins the
me by a stale-mate, because the black king cannot
moved to 25 or 41, on account of the white bishop
* 40 26, 34, or 42, owing to the whiteking, as W
vigite that the kings should always be ot leort ©
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, five cannon, and eleven fusileers. The
d pawn’s game was merely a curious varia-
om the common method; where the king
.wns on one side were opposed to the king,
and pawns on the other, in which the
', with the king and pawns ocly, was almost
n of winning.
e Germans sometimes play a double game,
two boards by four people, two of a side,
. not ounly playing his own game, but also as-
g his partner. The Russians, in addition to
2r moves, give that of the knight to the queen ;
y likewise play four persons at a time, two
asinst two, on a board larger than usual, contain-
£ more squares, and a greater number of men.
aler shows a method of covering with the knight
1 the squares of the board in sixty-four moves.
lace the knight on No. 8, and from thence in the
ollowing order : 23, 40, 55, 61, 51, 57, 42, 25,
0, 4, 14, 24, 39, 56, 62, 52, 58, 41, 26, 9, 3, 13.
', 22, 32, 47, 64, 54, 60, 50, 33, 18, 1, 11, 5, 15,
1, 6, 16, 31, 48, 63, 53, 59, 49, 34, 17, 2, 12,27,
4, 38, 28, 43, 37, 20, 35, 45, 30, 36, 19, 29, 46.
The board is technically called the exchequer,
he squares are styled houses, the ranges of which
n a straight line, from right to left, are denomi-
iated ranks, and perpendicularly, from one player
o the other, files.

EXAMPLES OF VARIOUS MATES.

1. QUEEN’s mate: white king 27, queen 26
lack king 25; or white king 22, queen 15, ar
lack king 8.

2. Bishop’s mate; white king 24, bishops 21 ¢
2; black king 8.
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3. Knight’s mate ; white king 26, knight 19;
black king 9, bishop 1, knight 10.

4. Rook’s mate; white king 27, rook 41 ; black
king 25.

5. Pawn’s mate; white king 14, pawn 15; black
king 8, pawn 16.

6. Mate by discovery; white king 11, rook 57;
bishop 49 ; black king 9; moving the bishop gives
mate by discovery.

7. Smothered mate ; white king 61, knight 1¢;
black king 8, rook 7, pawns 15 and 16.

8. Stale mate ; white king 21, pawn 13 ; black
king 5; or white king 18, queen 19; black king 2,
See page 327.

9. Mate in the middle of the board ; white king
61, queen 37, pawn 44 ; black king 29, queen 22,
pawn 20.

10. Fool’s mate :

WHITE. BLACK.

1. Pawn....55 to 39 . Pawn.... 13 to 21
2. Pawn.... 54 to 46 2. Queen... 4 to 40}
11. Scholar’s mate :

1. Pawn....53 to 37
2. Bishop.. 62 to 35
3. Queen... 60 to 32
4. Queen... 32 to 14*}
12. Speedy check mate :
1. Pawn....53 to 37
2. Pawn....52 to 44
3. Knight.. 63 to 46
4. Pawn.... 37 to 30*
5. Knight.. 46 to 29*
6. Queen... 60 to 32+
7. Queen...32 to 14}

I

. Pawn.... 13 to 29
. Bishop.. 6to27
. Pawn.... 12 to 20

[ e

. Pawn.... 13 to 29
. Pawn.... 15 to 23
. Pawn.... 14 to 30
. Pawn.... 23 to 30*
. Pawn.... 12 to 20
. King..... 5to13

OB W

+ Signifies that check-mate is given, ¥ that Shedk s gven
and * that a man is taken by that move.
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_13. Difficult check-mates are a knight and
bishop, or two bishops against a king; a rook and
b{sbop against a rook, and a queen against a
lighop and knight.

MR. HOYLE’S RULES FOR CHESS.

I. Move your pawns before your pieces, and
fterwards bring out the pieces to support them ;
rerefore the king’s, queen’s, and bishop’s pawns
would be the first played, in order to open the
ume well,

2. Do not, therefore, play out any of your
eces early in the game, because you thereby
se moves, in case your adversary can, by playing
pawn, make them retire, and he also opens his -
me at the same time: especially avoid playing
ur queen out, till your game is tolerably well
rened.

3. Avoid giving useless checks, and never give
iy unless to gain some advantage, because you
ay lose the move, if the adversary can either
ke or drive your piece away.

4. Never crowd your game by having too many
eces together, so as to prevent your men ad-
ncing or retreating as occasion may require.

5. If your game should be crowded, endeavour
free 1t by exchanges of pieces or pawns, and
stle your king as soon as convenient ; afterwards
ing out your pieces, and attack the adversary
aere weakest.

6. When the adversary plays out his pieces be-
re his pawns, attack them as soon as you can
ith your pawns, by which you may crowd his
me, and make him lose moves.

7. Never attack the adversarv’s King withouke.
Heient force; and if he attack yours, snd Yoo
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cannot retaliate, offer exchanges ; and should he
retire, when you present a piece to exchange, be
may lose a move. It also may sometimes bs
expedient to act in this manner in case of other-
attacks.

8. Play your men in guard of one another, »
that if any be taken, the enemy may also be cap-
tured by that which guarded yours, and endesvow

to have as many guards to your piece as your od-

10. Never play till you have examined whether
you are free from danger by your adversary’s lat
move ; nor offer to attack till you have consideres
what harm he would be able to do you by bis ney
moves, in consequence of yours.

11. When your attack is in a prosperous wa
never be diverted from it by taking any piece,
other seeming advantage, your adversary m
purposely throw in your way, with the intentt}
by your taking the bait, he might gain a m
which would make your design miscarry.

12. When, in pursuing a well-laid attack,
find it necessary to force your adversary’s def
with the loss of some pieces ; if, upon counti
many moves forward as you can, you find a
pect of success, sacrifice a piece or two tr
your end: these bold attempts make the
games.

13. Never let your queen stand so bef
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king, as that your adversary, by bringing fo

arook or a bishop, might check your king

were not there, for you could hardly save
perhaps at best must sacrifice her for an i
piece ; as for example: place the white king
the queen on 53 ; the black king on 4, «nd t/
on 16 ; which last, if moved to 13, must be t.
the white queen, who in return would be take
black king, because the white queen could noi
wise be moved without putting the king on c
the black rook.

14. Let not your adversary’s knight for
king and queen, or king and rook, or que
rook, or your two rooks, at the same time ;
the two first cases, the king being forcec
out of check, the queen or the rook must t
and in the two last a rook must be lost, ¢
for a worse piece. Place the white queen o
rook on 7, and a black knight on 37. Th
piece, if moved to 22, will fork both the qu
rook, and consequently one of them must be
the knight.

15. Take care that no guarded pawn ¢
adversary’s fork two of your pieces : knig
rooks are particularly-liable to this modc
tack ; also guard against either a check by
very, or a stale-mate.

16. When the kings have castled on d
sides of the board, attack with the pawn y
on that side where the adversary has castl
vancing the pieces, especially the queen an
to support them ; aud if the adversary’s ki’
three pawns on a line in front, he should
them till forced to it.

17. Endeavour to have a move in amb
that is, place the queen, bishop, or rook
pawn, or a piece, in such a manner, as t

2 ¢



26, a check by the white bishop is discover
the black king.

18. Never guard an inferior piece or pa’
a better, if you can do it with a pawn,
that better piece may in such a case be, as
out of play.

19. A pawn pushed oun, and well sy
often costs the adversary a piece; but or
rated from the others is seldom of any
And whenever you have gained a pawn, «
advantage, and are not in danger of lo:
move thereby, make as frequent exchange:
can.

20. If each player have three pawns v
board, and no piece, and you have a paw:
side of the board, and the other two on t.
side, and your adversary’s three are opp
your two, march with.your king to t
pawns ; and if he move to support. them,
queen with your single pawn; and if he
to hinder it, take his pawns, and push :
queen ; that is, to move a pawn into the

care’o hanl raur in ardar ta mala a Anas:
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22. When the adversary has no more than his
king and one pawn on the board, and you a king
only, you can never lose that game if you bring
and keep your king opposite to your adversary’s,
when he is immediately either before or on one
side of his pawn, aud only one house between the
kings. This must then either be a drawn game,
or if the opponent persist in his endeavours to
win, he will lose by a stale-mate, by drawing you
upon the last square.

23. When your adversary has one pawn on the
rook’s line, with a king and bishop against a king
ouly, and;his bishop is not of the colour that com-
mands the corner-house his pawn is going to, if
m can get your king into that corner, you cannot

that game, but may win by a stale-mate.

24. When you have only your queen left in
play, and your king happens to be in the position
of stale-mate, keep giving check to your adver-
sary’s king, always taking care not to check him
where he can interpose any of his pieces that
make the stale : by so doing, you will at last force
him to take your queen, and then you win the
game, by being in stale-mate.

25. Never cover a check with a piece thata
pawn pushed upon it may take, for fear of only
getting that pawn for it: put a black rook on 7,
od a pawn on 40; the white king on 68, and a
knight on 61 : the white king being on check to the
Y00k, if the check be covered by moving the white
knight to 56, the black pawn could then be moved to
48, and take the knight.

26. Do not crowd your adversary’s king with
Your pieces, lest you inadvertently give a stale-
mnate,

27. Do not be too much afraid of losing a rook
for ap inferior piece ; though a rook is better than



A TLavIALy e sran serremy traves e s easy vassm
move, your enemy gaining a double a
At this nice game no move can be in
Though the first move may not be much,
equally good players, yet the loss of o
more, after the first, makes the game aln
trievable ; but if you can recover the mov
attack (for they beth go together), you
fair way of winaing.

29. If ever your game be such, that
scarce any thing to play, you have eithe:
out your pieces wrong, or, which is wort
all; for if you have brought them out ri
must have variety enough.

30. Do not be much afraid of doubling
two in a direct line are not disadvantage:
surrounded by three or four others,; three
are strong (as three white pawns on 28, 35,
but four (as 44 in addition) that make :
with the help of other pieces, well manay
an invincible strength, and probably may
you a queen: on the contrary, two paw
an interval between (as on 35 and37) are
than one; and if you should have three ¢
other in a line (as 26, 34, and 42), your g
not be in a worse situation.
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32. Supposing your queen and another piece
we attacked at the same time, and by removing
jour queen, you must lose the piece, if you can
ret two pieces in exchange for her, rather do that
han retire; for the difference is more than the
worth of a queen; besides, you preserve your
situation, which often is better than a piece;
when the attack and defence are thoroughly
ormed, if he who plays first be obliged to retire
by the person who defends, that generally ends
n the loss of the game on the side of him who
attacks. .

33. Do not aim at exchanges without reason ;
2 good player will take advantage of it, to spoil
your situation, and mend his own : but when you
are strongest, especially by a piece, and have not
an immediate check-mate in view, then every
time you exchange, your advantage increases.
Agein, when you have played a piece, and your
adversary opposes one to you, exchange directly,
for he wants to remove you : prevent him, and do
not lose the move.

34. Every now and then examine your game,
and then take your measures accordingly.

35. At the latter end of the game, especially
when both queens are off the board, the kings are
tapital pieces ; do not let your king beidle; it is by
lis means, generally, you must get the move and
he victory.

36. As the queen, rooks, and bishops operate
t a distance, it is not always necessary in your
ttack to have them uear your adversary’s king,
hey do better at a distance, cannot be driven
way, and prevent a stale-mate. )

37. When there is a piece you can take, and
hat cannot escape, do not hurry; see where you

262



Place a black rook on 5, with a pawn on
the white king on 53, and he will be shelter
black pawn from the atiack of the rook.

39. When you can take a man with
pieces, consider thoroughly with which
best take it.

MAXIMS FOR THE CONCLUSIONS OF G4

1. A single pawn cannot win if the ad
king be opposed to it; as, put the whit
30, with a pawn on 22, and the black kin
either side having the move, it must be
game, or black wins by a stale-mate; b
own king be placed before it, then the p:
win ; as, reverse the situations of the king
ting white on 14, and black on 30; bla
hinder the white pawn from making a queen

2. Two pawns against one must win
cases ; but the player possessing the tw
avoid exchanging one of them for his ad
pawn.

2

A v weith amee mlnan smcend seele
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o bishops may win.

knight with a bishop may win.

rook against either a knight or a bishop
L drawn game; as also do a rook and a

against a rook. 3
. rook with a bishop against a rook may

A rook with either a bishop or a knight

st a queen makes a drawn game.
A queen against a bishop and a knight

win.
. A queen against a rook with two pawns

es a drawn game.
3. A rook against either a bishop or a knight
h two pawns makes a drawn game; because
player possessing the rook cannot be prevented
m exchanging it for the two pawns.
In order to determine what shall be a drawn
me, it is customary towards the conclusion to
: 50 more moves on each side as the number to

certain that point.

LAWS OF CHESS.
1. If you touch your man you must play it,
iless that would expose your king to check, in
hich case you are only, when possible, to move
e king : and so long as you keep hold, you may
ace the man where you please ; but once having
litted it, you cannot recall the move; though
ould any men be displaced by accident they are

be restored.
2. If you touch one of your adversary’s men,

: may insist upon your taking it; and when you
nnot do so, then you are to Taove yout Koy,
wided that may be effected without putXingmw

check.
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4. If you misplace your men, and
moves, it lies in your adversary’s powe:
he will permit you to begin the game afr

5. When the adversary gives check
warning, you are not obliged to notice i
does; but if on his next move he should 1
each party must then retract his last mov
king be removed off check.

6. Should the opponent warn you of
without really giving it, and you b
moved your king, or any other man, j
such case allowed to retract before the
has completed his next move.

7. You are not to give check to your ac
king by any piece, which by so movi
discover check on your king.*

5. After your king or the rook has m
cannot castle; and if you attempt it, t
sary may insist that you move either tk
rook.

9. Every fresh game, the players have
move alternately; but when the advan
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PHILIDOR’S SELECT GAMES AT CHESS.

GAME THE FIRST.

Beginning with white. Illustrated by observations
on the most material moves ; and two back games ;
one commencing at the 12th, and the second at the
37th move.

1W. The king’s pawn two steps.
B. The same.
2 W. The king’s bishop at his queen’s bishop’s
fourth square.
B. The same.
3 W. The queen’s bishop’s pawn one move.
B. The king’s knight at his bishop’s third
square.
4 W. The queen’s pawn two moves.*®
B. The pawn takes it.
5 W. The pawn retakes the pawn.+
B. The king’s bishop at his queen’s knight’s
third square.}

® This pawn is played two moves for important reasons: 1st,
to prevent the adversary’s king’s bishop from playing upon
your king’s bishop’s pawn; 2d, to put the strength of your
pawns in the middle of the exchequer; of great q to
attain the making a queen.

+ When the game is in this situation (namely, one of your
pawns at your king’s, and anotherat your queen’s fourthsquare),
push neither of them before your adversary proposes to change
one for the other; in that case advance the attacked pawn,
Pawns, when sustained in a front line, obstruct very much the
adversary’s pieces from entering in your game, or taking an
advantageous post.

# If, instead of withdrawing his bishop, e Should gree Sede

with it, you are to cover the check with your hishop, inotdex o
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B. 'I'he queen’s bishop’s pawn one ma
8 W. The king’s bishop at his queen’
square.t
B. The queen’s pawn two moves.
9 W. The king’s pawn one move.
B. The king’s knight at his king’s squ
10 W. The queen’s bishop at his king’
square.
B. The king’s bishop’s pawn one mow(
11 W. The queen at her second square.§

t
A

H
Rk

-

retake his bishop with your knight, in case he take yo
knight will then defend your king’s pawn, otherwise u
But perhaps he may not take your bishop, because a g
strives to keep his king’s bishop as long as possible.

#* You should not play your knight at your bish
square before the bishop's pawn has moved two step
the knight hinders the motion of the pawn.

1 Your bishop retires to avoid being attacked by
queen’s pawn, which would force you to take that §
yours, and very much diminish the strength of yc
spoiling entirely the project already ioned, in th
second observation.

$ He plays this to give an opening to his king’s ro(
cannot be prevented, whether you take his pawn or no
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B. The king’s bishop’s pawn takes the pawn.*®
12W. The queen’s pawn retakes it.
B. The queen’s bishop at his king’s third
square.t
13 W. The king’s knight at his king’s bishop’s
fourth square.}
B. The queen at her king’s second square.
14 W. The queen’s bishop takes the black
bishop.§
B. The pawn takes the white queen’s bishop.
15 W. The king castles with his rook.||

retake his bishop with the above-mentioned last pawn; and thus
your best pawns would have been totally divided, and the game
indubitably lost.

® He takes the pawn to pursue his project, which is, to givean
opening to his king’s rook.

t He plays this bishop to protect his queen’s pawn, with a
wiew afterwards to push that of his queen’s bishop.

N.B. He might have taken your bishop without prejudice,
but he chooses rather to let you take his, in order to get an
opening for his queen’s rook, though his knight’s pawn is doubled
by it; you are again to observe, that a double pawn is no way
disad g when sur ded by three or four others.
However, this is the subject of a back-game, beginning from the
12th move; the black bishop there taking your bishop, shows,
that, playing well on both sides, it will make no alteration in the
case. The king’s pawn, together with the queen’s or the king's
bishop’s pawn, well played, and well sustained, will certainly
win the game.

$ Your king’s pawn being in no danger, your knight attacks
his bishop in order to take or have it removed.

§ It is always dangerous to let the adversary’s king’s bishop
batter the line of your king’s bishop’s pawn; and as it is like-
wise the most dangerous piece to form an attack, it is not only
necessary to oppose him at times by your queen’s bishop, but
you must get rid of that piece as soon as a convenient occasion
offers.

§ Castle on the king’s side, in order to strengthen and protect
your king’s bishop’s pawn, which advances two Saps as won s
your king’s pawn is attacked.



348 CHESS.
B. The queen’s knight at his queen’s sec

square. :
16 W. The knight takes the black bishop.
B. The queen takes the knight.
17 W. The king’s bishop’s pawn two steps..
B. The king’s knight at his queen’s bish
W. The queen s vook at his king’s place.
18 W. ueen’s rook at his king’s
B. The il‘mg’s ight’s pawn one move.*
19 W. The king’s rook’s pawn one move.{

B. The queen’s pawn one move.
20 W. The Lagm at his king’s fourth square

B. The king’s rook’s pawn one move.}
21 W. The queen’s kniiht’s pawn one move,

B. The queen’s rook’s pawn one move.
22 W. The king’s knight’s pawn two s

B. The king’s knight at his queen’s fo

square.
23 W. The knight at his king’s knight’s

square.§
B. The king’s knight at the white king’s-
square.|
24 W. The queen’s rook takes the knight.
B. The pawn takes the rook.
25 W. The queen takes the pawn.

* He is compelled to play this pawn, to prevent yov
pushing your king’s bishop’s pawn upon his queen.

+ This move is played to unite all your pawns togethe
push them afterwards with vigour.

$ He plays this pawn to prevent your knight from enter
his game, and forcing his queen to remove; otherwise
pawns would have an open fleld.

§ Play this knight in order to push your king’s bishop’s
next; it will be then supported by three pieces—the bish
rook, and the knight. A

| He plays this knight to obetruct 1@&\:\:&\:&3&1 ‘treaki
strength of your pawns, by pushing tha Xingt wxights
but break his design by changing Jout 1008 torWaesd
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le queen’s rook takes the pawn of the
opposite rook.
'he rook at his king’s place.*
(he queen takes the white queen’s knight’s
pawn.
The queen at her king’s fourth square.
The queen at her king’s third square.t
The king’s bishop pawn one move.
. The pawn takes it.
. The pawn takes again.}
i. The queen at her fourth square.§
7. The queen takes the queen.
B. The pawn takes the queen.
N . The bishop takes the pawn in his way.
B. The knight at his third square,
W. The king’s bishop’s pawn one move.||
B. The queen’s rook at the white queen’s
knight’s second square.
+ W. The bishop at his qaeen’s third square.
B. The king at his bishop’s second square.
¢ W. The bishop at the black king’s bishop’s
fourth square.
B. The knight at the white queen’s bishop’s
fourth square.

* Play your rook to protect your king’s psawn, which would
lerwise remain in the lurch as soon as you push your king’s
ihop’s pawn.

| The queen returns to prevent the check-mate,

" Were you not to take with your pawn, you would run the
k of losing the game.

} He offers to change queens, in order to destroy your plan of
ring him check-mate with your queen and bishop.

| N.B. When your bishop runs upon white, strive to pu
ur pawn always upon black, becaus¢ then your bishop serve
driveaway your adversary’s king or rook when between yor
wns; the same when your bishop runs upon Biadk, then'
r pawns upon white.

2 n
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35 W. The knight at the black king’s rook’s fourt

u?lare.
B. The king’s rook gives check.
36 W. The bishop covers the check.

B. The knight at the white queen’s second

square.
37 W. The king pawn gives check.
B. The knight at the knight’s third square.®
38 W. The king’s bishop’s pawn one move.
B. The rook at its s bishop’s
39 W. The knight gives check at the fourth square
of his king’s bilhOK-
B. The king at his knight’s second square.
40 W. The bishop at the black king’s rook’s fourth

square.
B. Plays any where, the white pushes &
. queen.

r———

FIRST BACK-GAME ;
Or, continuation from the twelfth move.

12 W. The queen’s pawn retakes it.
B. The king’s bishop takes the white queen’
bishop.
13 W. The queen takes the bishop.
B. The queen’s bishop at his king’s thir
square.
14 W. The king’s knight at his king’s bishop
fourth square.
B. The queen at her king’s second square.
15 W. The knight takes the bishop.
B. The queen takes the knight.
16 W. The king castles his rook.
B. The queen’s knight at his queen’s secon
square.

# As theking may retire to Wa Dithop's souere, e w
back-game will show how to procesd in this caas.



*
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17W. The king’s bishop’s pawn two moves.
B. The king’s knight’s pawn one move.
18 W. The king’s rook’s pawn one move.
B. The king’s knight at his second square.
19 W. The king’s knight’s pawn two steps.
B. The queen’s bishop’s pawn one move.
2 W. The knight at his king’s second sqnare.
B. The queen’s pawn one move.
21 W. The queen at her second square.
B. The queen’s knight at his third square.
2 W. The knight at his king’s knight’s third
square.
B. The queen’s knight at his queen’s fourth
square.
23 W. The queen’s rook at his king’s square.
B. The queen’s knight at the white king’s
third square.
%4 W. The rook takes the knight.
B. The pawn takes the rook.
25 W. The queen takes the pawn.
B. The queen takes the white queen’s rook’s

pawn.
26 W. The king’s bishop’s pawn one move.
B. The queen takes the pawn.
27 W. The king’s bishop’s pawn one move.
B. The knight at his king’s square.
28 W. The king’s knight’s pawn one move.
B. The queen at the white queen’s fourth
square.
29 W. The queen takes the queen.
B. The pawn takes the queen.
30 W. The king’s pawn one move.
B. The knight at his queen’s third square.
31 W. The knight at his king’s fourth square.
B. The knight at his king’s bishop’s fourth
square.
32 W. The rook takes the knight.
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B. The king’s rook at his queen’s
square.
35 W. The bishop gives check.
B. The king retires, having but one p
36 W. The knight gives check.
B. The king removes.
37 W. The knight at the black queen’
discovering check.
B. The king moves where he can.
38 W. The king’s pawn making a que
check-mate in the meantime.

SECOND BACK-GAME.

Beginning from the thirty-seventh m

37 W. The king's pawn gives check.
B. The king at his bishop’s square.
38 W. The rook at its queen’s rook’s squ
B. The rook gives check at the whit
knight’s square.
20 W. The rank takes the rank.



CHESS. 353

B. The rook at its king’s knight’s fourth
square.
43 W. The king’s pawn one move, and gives check.
B. The king at his bishop’s second square.
44 W. The bishop gives check to the black king’s
third square.
B. The king takes the bishop.
45 W. The king’s pawn makes a queen, and wins
the game.

GAME THE SECOND.

Beginning with the black ; wherein it appears that
playing the king’s knight, the second move, is
wrong ; because it gives the attack to the adver-
sary. By three different back-games it is also
shown that a good attack keeps the defender always
embarrassed.

1 B. The king’s pawn two steps.
‘W. The same. i
2 B. The king’s knight at his bishop’s third
square.
‘W. The queen’s pawn one move.
3 B. The king’s bishop at the queen’s bishop’s
fourth square.
W. The king’s bishop’s pawn two moves.*

* Whatever else your adversary might have played, this was
always your best move, it being very advantageous tq change
your king’s bishop’s pawn for his royal pawn ; because your king
and queen’s pawn place themselves in the middle of the chess
‘board, and become in a situation tostop all the progress of your

d y's pieces; besides this, you gain the attdck by his having
Played his king’s knight at the second move. You have still an-

other advantage by losing your king’s bishop’s pawn for his
king's pawn; that is, when you do castle with your king's rook,
the same rook finds itself immediately free and fit for action.
This will be demonstrated by the first back-game.

2n2




square.T
7 B. The queen’s knight at his que:
square.
‘W. The queen’s pawn one move.
8 B. The bishop retires.
W. The king’s bishop at his qu
square.}
9 B. The queen at her king’s second
W. The same.
10 B. The king castles with his rook.!

* Observe, if he refuse taking your pawn, leaw(
the same situation and place; except, howev
choose to castle with his king’s rook, in which ¢
without any hesitation, push that pawn forwards,
tack his king with all the pawns of your right wia
will be best learned by a second back-game, begin
fifth move. Observe again, as a general rule, no:
on the pawns either of your right or left wings 1
versary's king has castled; he will otherwise reti
pawns are less strong, or less advanced.

t If he take your knight, you must take his wi
which being joined to his comrade’s, increases thei

$ This is the best square your king’s bishop can
the fourth of his aneen’s hishon. esneciallv when
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V. The queen’s knight at his queen’s second
square.

). The king’s knight at his rook’s fourth
square.*®

. The queen at her king's third square.

. The king’s knight takes the bishop.t

. The queen retakes the knight.

. The queen’s bishop takes the knight.}

. The pawn retakes the bishop.

The king’s bishop’s pawn two moves.

The queen at her king’s knight’s third
square.

The pawn takes the pawn.

The bishop’s pawn retakes it.

The king’s rook at his king’s bishop’s third
square.§

The king’s rook’s pawn two steps.||

The queen’s rook at his kings bishop’s
square.

plays this knight to make room for his king’s bishop’s

rith a view to advance it two steps, in order to break the

{your pawns.

e had pushed his king’s bishop’s pawn instead of taking

ihop, you must then have attacked his queen with your
bishop, and pushed your king’s rook’s pawn the next

pon his bishop, to compel him to take your knight; in

2 your best way would be to retake his bishop with your
n order tosupport your royal pawn, and replace it in

»e taken,

e did not take your knight, his bishop would remain im-

1 by your pawns, or he would lose at least three moves to
free.

plays this rook with an intention either to double it, or
ve your queen.

1 push this pawn two steps to give your queen more

who, being ked, can retire behind this pawn, and
:main, threatening her adversarys Kings Too\s pawm.
wn :g:;ncing afterwards will become Azngetou W o
r's 2
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W. The king castles with his queen's rook.
18 B. The queen’s bishop’s pavmtwo steps.

W. The king’s pawn one step.*
19 B. The queen’s pawn takes the pawn.

W. The queen’s pawn one move.
20 B. The buhop at his queen’s lmhopl sec

are.
w. 'ﬂu.lmght at his king’s fourth um.‘l
31 B. The king’s rook at the white hn?

third square.
‘W. The queen at her hng’l knlgllt’. sec
square.

¢ This move is as difficult to comprehend as to be wel
plained. You are to observe, when you find yourself w
chain of pawns following one another upon one and the
coloured squares, the pawn who has the van should not be:
doned, but must strive to kesp his post. Here again ob
that your king’s pawn being not in the line with his com
your adversary has pushed his qieen’s bishops pawn tweo
for two reasons; the first to engage you to push that o
queen forwards, which, in this case, would be always stoj
that of his queen, and thus leaving behind that of yo
would render it entirely useless. The second is, to prev:
king’s bishop from battering his king’s rook’s pawn; 1
it is best to push your king’s pawn upon his rook, an¢
it; because then your adversary, by taking it, ope
passage to your queen’s pawn, which you are to adva
diately, and sustain, in case of need, with your other
order to make a queen with it, or draw some other cc
advantage to win the game. His queen's pawn (now '
king’s) appears to have the same advantage of havir
sition from your pawns to make a queen; however
ence is great, because his pawn being entirely separa’
des will alway gered in his road by
of your pieces all wnging war against it.
t It was necessary to play that knight in order
king’s pawn, the more becanse this very vawn,
situation, stops the passage of his own Whoyp,

knight.
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@ queen at her king's bishop’s second
square.*
1e knight at the black king’s knight’s
fourth square.
'he queen gives check.
‘'he king at his queen’s knight’s square.
The rook takes the bishop.+
The rook retakes the rook.
The queen at her king’s bishop’s fourth
square.
. The queen at her king’s fourth square.}
. The queen takes the king.
". The knight takes the queen.
3. The rook at the white king’s bishop’s fourth
square.
N. The kmg at the black king’s knight’s fourth
square.
B. The queen’s bishop’s pawn one move.
W. The queen’s rook at her king’s knight’s
third square. .
) B. The knight at his queen’s bishop’s fourth
square.

® He plays his queen in order next to give check: but if he
d played his king’s rook’s pawn to prevent the attack of your
iight, you must then have attacked his bishop and his queen
ith your queen’s pawn; and insuch a case he would have been
rced to take your pawn, and you should have retaken his
shop with your knight, which he could not have taken with
s queen, because she would have been lost by a discovered
ieck with your bishop.

+ He takes your king’s bishop; first, to save his king's rook’s
iwn, and because your bishop proves more incommodious tc
m than any other of your pieces; and secondly, to put hi
1een upon the rook that covers your king.

$ Having the ad age of a rook agai nbhhop at the er
'a game, it is your advantage to ch. t
1een being at present troublesome in the | post vhe:e he {
ryed her, you force him to change, which he cannok axch
will save bis being check-mated.
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'W. The knight at the black king’s third square.
30 B. The knight takes the knight.

W. The pawn retakes the khight.
31 B. The rook at his king’s bishop’s third square.

W. The king’s rook at its queen’s square.
32 B. The takes the pawn.

W. The king’s rook at the black queen’s second

square, and must win the game.®

FIRST BACK-GAME 3
Beginning at the third move.

3 B. THE queen’s pawn two steps.
'W. The king’s bishop’s pawn two steps.
4 B. The queen’s pawn takes the pawn.}
'W. The king’s bishop’s pawn retakes the pawn,
6 B. Theking’sknight at the white king’sknight's
fourth square.
‘W. The queen’s pawn one step.
6 B. The king’s bishop’s pawn two steps.
W. The king’s bishop at his queen’s bishop’s
fourth square.
7 B. The queen’s bishop’s pawn two steps.
‘W. The queen’s bishop’s pawn one step.
8 B. The queen’s knight at her bishop’s third

square.
W. The king’s knight at his king’s second
square.

* Any thing he could have played could not prevent you from
doubling your rooks, unless he had sacrificed his bishop, or let
you make a queen with your pawn; therefore he loses the game
every way.

t If he had taken your king’s bishop's pawn instead of this,
you must have pushed your king’s pawn upon his knight, and
afterwards retaken his pawn with your queen’s bishop.
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he king’s rook’s pawn two steps.*

he king’s rook’s pawn one move.

he king’s knight at his rook’s third
square.

he king castles on his own side.

he queen’s knight at her rook’s fourth
square.

he bishop gives check.

he bishop covers the check.

he bishop takes the black bishop.

he queen takes the bishop.

he queen’s pawn one move.

he queen’s bishop’s pawn one move.{

he queen’s knight’s dawn two moves.

he queen’s bishop’s pawn takes it passing

y.
he rook’s pawn retakes the pawn.

he queen’s knight’s pawn one move.

he queen’s bishop at his king’s third
square.

he bishop at his king’s second square.

he king’s knight at his king’s bishop’s
fourth square.}

he king’s knight at his own square.

thes this pawn two steps to avoid having a double
his king’s rook's line, which, by pushing your king’s
1 upon his knight, he could not possibly escape, and
‘it afterwards with your queen’s bishop, would have
1 very bad game.

rs this to cut the communication of your pawns; but
¢ by pushing immediately your queen’s knight’s pawn
iight, which move obliges your adversary to take the
yway. This joins your pawns again, and makes them

iight gives the mortal blow to this game, because he
esent all your adversary’s pieces in some measure
till you have time to prepare the check-mate.



'W. The queen’s pawn one move.
21 B. The king’s bishop at his third
'W. The king’s rook takes the paw:
22 B. The king castles on his queen’s
'W. The king’s rook takes the bl
knight.
23 B. The pawn takes the rook.
W. The queen’s rook takes the pav
24 B. The queen’s rook’s pawn one n
W. The rook gives check.
25 B. The king retires.
W. The rook at the black quee
second square.
26 B. The queen at her knight’s four
W. The queen’s knight at her 1
square.
27 B. The queen at her king’s bis
square.
‘W. The queen’s knight at her bis
square.
28 B. The queen takes the knight.
Ww. The blshop glves check

PONE A



\
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The queen at her king's bishops third
square.
The queen’s pawn takes the pawn.
The queen’s pawn retakes the pawn.
. The queen’s rook’s pawn two moves.
. The king’s knight’s pawn two moves.
. The queen at her third square.
. The king’s knight’s pawn one move.
3. The king’s knight at his king’s square.
7. The king’s bishop at his queen’s bishop’s
fourth square.
B. The queen’s bishop’s pawn one move.
. The queen at the black king’s rook’s fourth
square.
B. The queen’s knight’s pawn two steps.
‘W. The king’s knight’s pawn one move.
3 B. The king’s rook’s pawn one move.
W. The bishop takes the king’s bishop’s pawn,
and gives check.
4 B. The king at his rook’s square.
'W. The queen’s bishop takes the black king’s
rook’s pawn.
t5 B. The king’s knight at his bishop’s third
square.
W. The queen being at her king's rook’s fifth
square, wins the game on removing the
bishop.

THIRD BACK-GAME.

Beginning from the tenth move.
10 B. The king castles on his queen’s side.
W. The king castles on his own side.
11 B. The king’s rook’s pawn one move.
W. The quecn’s knight at his cueen's sew
square,
21



W. The queen’s bishop’s pawn one move.
21 B. The queen’s pawn one move.
W. The king’s pawn one move.
22 B. The king’s knight at his king’s square.
W. The queen’s knight’s pawn one move.
23 B. The pawn takes the pawn.
W. The king’s rook retakes the pawn.
24 B. The queen’s rook’s pawn one move.

* When the king is behind two or three pawns, and your
versary falls upon them in order to attack your king, o ®
take care not to push any of those pawns till foreed: ¥
would have been very bad policy to have pushed your 2
rook’s pawn upon his bishop, because he would then b i
the attack by taking your Emight widh e Sees,wd w8
have got an opening upon your g by poamNsy
knight's pawn, which would have Lot you Woe gese.
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1e king’s rook at its queen’s knight’s
fourth square.
he king’s bishop’s pawn one move.
‘he king's bishop takes the queen’s rook’s
pawn.
The pawn takes the bishop.
The queen takes the pawn, and gives check.
The king retires.
. The queen gives check.
. The knight covers the check.
. The queen’s rook’s pawn one move.
3. The king at his queen’s second square.
7. The queen takes the queen’s pawn, and
gives check.
B. The king retires. .
W. The queen’s rook’s pawn one move, and by
different ways wins the game.

CUNNINGHAM’S GAMBIT.

te inventor of which thought it a sure game ; but
three pawns well conducted, for the loss of a
bishop only, will win the game, playing well on
both sides. There are two back-games: one
from the seventh, and the other at the eleventh

move.

| W. Tre king’s pawn two moves.
B. The same.
! 'W. The king’s bishop’s pawn two moves.
B. The king’s pawn takes the pawn.
3 W. The king’s knight at his king’s bishop’s
third square.
B. The king's bishop at his king’s secon

square.
t W. The king’s bishop at his queen’s bishoj
fourth square.



cneck.
7 W. The king at his rook’s square.
B. The king’s bishop at his third squi
8 W. The king’s pawn one move.
B. The queen’s pawn two steps.
9 W. The king’s pawn takes the bishop.
B. The king’s knight takes the pawn.
10 W. The king’s bishop at his queen’s
third square.
B. The queen’s bishop at his king
square.
11 W. The queen’s pawn one move.t
B. The king’s rook’s pawn one move.;
12 W. The queen’s bishop at his king’s
fourth square.
B. The queen’s bishop’s pawn two st

* If, instead of playing this bishop at his third squ
played it at his king’s second square, you had won t
a few moves, which appears by the first back-game.

t Without a sacrifice of this bishop he could n
game; but, losing it for three pawns, he becomes
queror; which three pawns (provided he is not to
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he queen’s bishop takes the pawl next to
his king.
e queen’s knight 8¢ her bishop' third
square-
Ihe queen’s knight at his queen’s gecond
ite kiog's

3. The ok takes the queen
. ¢ its king's square-
B. The king at his d' »g second square-
N King’s kni ht gives check.
B. The knig the knight-

s rook tak e knight-

he pawne petter
gave your bishops
your queen to take his place again ¥
layed it at your xing's pishop’s fourth 8quUaTes to
check of his knights he would have pushed his King' Kknight's
pon your said bishoP» would have won the game

peen Crampecs
yefuse, be rmay place her at
e extremely well posted-
§ If you did not take his queens
worse state-
212
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24 W. The knight at his king’s bishop’s
square.
B. The king’s knight’s pawn two steps.
25 W. The king at his knight’s second squ:
B. The king’s bishop’s pawn one move
26 W. The queen’s rook at its king’s
square.
B. The king’s rook’s pawn one step.
27 W. The queen’s rook’s pawn takes the |
B. The pawn retakes the pawn.
28 W. The king’s rook at its queen’s
square.
B. The queen’s rook at her home.+
29 W. The king’s rook returns to its
square.
B. The bishop at his queen’s second sq
30 W. The queen’s pawn one move.
B. The queen’s bishop’s pawn one moy
31 W. The bishop at his queen’s bishop’s
square. .
B. The king’s rook pawn one move.}
32 W. The king’s rook at his home.
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. The king’s rook at its fourth square.*
. The queen’s knight’s pawn one move.
. The queen’s rook at its king’s rook’s
square.
7. The queen’s knight’s pawn one move.
B. The king’s knight’s pawn one move.
N. The knight at his queen’s second square.
B. The king’s rook at its king’s knight’s fourth
square.
W. The king’s rook at its king’s bishop’s
square,
B. The king’s knight’s pawn one move.
7 W. The rook takes the pawn, and gives check.
B. The king at his queen’s bishop’s second
square.
38 W. The king’s rook at the black king’s knight
" third square.
B. The king roo’ks pawn gives check.
39 W. The king at his knight’s aquare.
B. The king’s knight’s pawn one move.
40 W. The rook takes the rook.
B. The rook’s pawn gives check.
41 W. The king takes the knight’s pawn.
B. The rook’s pawn makes a queen, and
gives check.
42 W. The king at his bishop’s second square.
B. The rook gives check at its king’s bishop’s
square.
43 W. The king at his third square.
B. The ?een gives check at the white king’s

rook’s third square.

® If, instead of playing this, he had given check, with his rool
pawn, he would have played ill, and entirely against the instr'
tions given in the observation marked (§) in the first ga
P> 349.



FIRST BACK-GAME.
Beginning at the seventh ‘move of the (

7 W. The king at his rook’s square.
B. The bishop at his king’s second :
8 W. The king’s bishop takes the p
gives check.
B. The king takes the bishop.
9 W. The king’s knight at the black kin
square, giving double check.
B. The king at his third square; ¢
else he loses his queen.
10 W. The queen gives check at her king
fourth square.
B. The king takes the knight.
11 W. The queen gives check at the bl
bishop fourth square.
B. The king at his queen’s third sq
12 W. The queen gives check-mate at
queen’s fourth square.
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+king’s knight at the black king’s fourth
.quare.
e king’s knight at his king's bishop’s
third square.
1e king’s bishop at his queen’s knight’s
third square.
'he queen at her king’s square.
[he king’s knight at the black king’s
bishop’s second square.
The rook at the king’s knight’s square.
The king’s pawn one move.
. The queen’s pawn two moves.
. The pawn takes the knight.
. The pawn retakes the pawn.
’. The bishop takes the pawn.
3. The queen’s bishop at the white king’s
knight’s fourth square.
. The queen at her king’s square.
B. The queen’s bishop at her king’s rook’s
fourth square.
W. The queen’s pawn two steps.
B. The bishop takes the knight.
W. The queen’s bishop gives check.
B. The rook covers tl‘:e check.
W. The knight at his queen’s bishop’s thirc
square.
B. The bishop takes the bishop.
W. The knight retakes the bishop.
B. The queen at her king’s bishop’s secor
square.
W. The knight takes the bishop.
B. The queen takes the knight.
W. The queen takes the queen.
B. The king takes the queen.
W. The bishop takes the rook, and with
superiority of a rook easily Www

game.



b.’Ihe King's kKnight at the wahite
fourth square,
12 W. The queen’s bishop at his king’s |
fourth square.
B. The king’s bishop’s pawn two mov
13 W. The queen s knight at his queen’s
square.®
B. The queen at her king’s second squ
14 W, The queen’s bishop’s pawn two mc
B. The queen’s bishop’s pawn one ma
15 W. The pawn takes the pawn.
B. The pawn retakes the pawn.
16 W. The queen’s rook at her bishop’s s
- B. The queen's knight at her bishop
square.
17 W. The queen's knight takes the knig
B. The king’s bishop’s pawn reta
knight.
18 W. The kmght takes the black pawn
his king.

* This knight is played to tempt your adversary
but if he did, he would play very ill; because a k
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B. This king castle with his rook.
19 W. The queen at her second square.
B. The king’s rook’s pawn one step.
2 W. The queen’s rook at the black queen’s
bishop’s fourth square.
B. The queen’s rook at its queen’s square.
21 W. The king’s bishop at his queen’s rook’s
fourth square.
B. The king’s knight’s pawn two steps.
22 W. The queen’s bishop at his king’s third
square.
B. The rook takes the rook.
23 W. The knight takes the rook.
B. The queen at her third square.
24 W. The queen at her king’s rook’s second
square.
B. The king at his knight's second square. -
25 W. The queen takes the queen.
B. The rook retakes the queen.
26 W. The queen’s rook’s pawn one move.
B. The king at his knight’s third square.
27 W. The queen’s knight’s pawn two steps.
B. The king’s rook’s pawn one move.
28 W. The queen’s knight's pawn one move.
B. The knight at his king's second square.
29 W. The rook at the black queen’s bishop’s
second square.
B. The rook at its queen’s second square.
30 W. The rook takes the rook; if not, it will be
the same.
B. The bishop retakes the rook.
31 W. The king at his knight’s second square.
B. The king’s rook’s pawn one step.
32 W. The queen’s bishop at his king’s bishop’s
second square.
B, The king at his rook’s fourth sapaze.
33 W. The king’s bishop gives check.
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B. The bishop covers the check.
34 W. The bishop takes the bishop.
B. The king takes the bishop.
35 W. The knight gives check at his kin;

square.
B. The king at the white king’s bishop

uare.
36 W. 'l‘h‘;lking at his rook’s third squan
B. The king at the white king’s bisho

square.

37 W. The knight at his king’s knight’
square.

B. The knight at his king’s bishop"
uare.

8q
38 W, The bishop at his king’s knight’s 1
B. The king’s pawn one move.
39 W. The queen’s rook’s pawn one mow
B. The king’s pawn one move.
40 W. The bishop at his king’s bishop’s
square.
B. The knight takes the queen’s pa
afterwards wins the game.

FURTHER ILLUSTRATION OF CUNNING:
GAMBIT.

1 W. The king’s pawn two moves.
B. The same.
2 W. The king’s bishop’s pawn two mov
B. The pawn takes the pawn.
3 W. The king’s knight at his bishop
square.
B. The king’s bishop at his king’s
square. . R
4 W. The king’s bishop st s oueene
fourth square.



CHESS. 373

he bishop gives check.
T'he king at his bishop’s square.*
The queen S pawn one step.
The queen’s pawn two steps.
The queen at her king’s bishop’s third
square.
. The king’s pawn one steps.
;. The queen’s pawn takes the pawn.
7. The queen’s pawn retakes the pawn.
B. The queen at her king’s second square.
N. The queen’s bishop takes the gambit pawn.
B. The queen’s bishop at the white king’s
knight’s fourth square.
W. The queen’s knight at her bishop’s third

square.
B. The queen’s bishop’s pawn one step.
L. W. The queen’s knight at his king’s fourth
square, must win the game.

THE QUEEN’'S GAMBIT ;
Wherein there are sixz back-games.

1 W. The queen’ ’s pawn two steps.-
B. The queen’ ’s pawn two steps likewise.
2 W. The queen’s bishop’s pawn two steps.
B. The pawn takes the pawn.
3 W. The king's pawn two moves.t
B. The king’s pawn two moves.}

* Withdrawing your king to his bishop’s place makes it
ossible for your adversary to preserve the gambit pawn, w'
rill be always in your power to take.

4 If, instead of two, you had pushed this pawn but one
our adversary would have shut up your queen's bishopi
st half the game; the first back-game will be the evi
€ it
# I, instead of playing this pawn, he had sostained toe
wn, he had lost the game. ‘This will be seen oy d W

2k




square.
6 W. The king’s bishop’s pawn one
- B. The king’s bishop at his que
fourth square.
7 W. The queen’s knight at her 1
square.}
B. The bishop takes the knigl
white king’s rook.§
8 W. The rook takes the bishop.
B. The king castles.||

game, Butif he had neither pushed this paw
gambit pawn, in this case you must have pu
bishop’s pawn two steps, and your game would
best of situations.

* If, instead of pushing your pawn forward
his king’s pawn, you had lost the advantage of {
is the subject of a third back-game.

+ If he had played any thing else, you must h
Kking’s bishop’s pawn two steps, and by this mea
your pieces an entire liberty.

1 1If, instead of playing your knight in order
bishop, or make him remove it from that lin

tha warmhit nawn  was had last tha vama amais
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9W. The knight at his queen’s bishop’s third
square.
B. The pawn takes the pawn.
10W. Theking’s bishop takes the gambit’spawn.*
B. The pawn takes the white king’s bishop’s
awn.
11 W. The pawn retakes the pawn.+
B. The queen’s bishop at his king’s bishop’s
fourth square.
12 W. The queen’s bishop at his king’s third
square.
B. The queen’s knight at his queen’s second
square.
13 W. The queen at her second square.
B. The queen’s knight at his third square.
14 W. The queen’s bishop takes the knight.
B. The rook’s pawn retakes the bishop.
15 W. The king castles on his queen’s side.
B. The king at his rook’s square.
16 W. Theking’s rook at the black king’s knight’s
fourth square.
B. The king’s knight’s pawn one move.
17 W. The queen at her king’s third square.
B. The queen at her third square.
18 W. The knight at his king’s fourth square.
B. The bishop takes the knight.
19 W. The pawn retakes the bishop, and re-unites
his comrades.
B. The king’s rook at its king’s square.

% This particular move demands a sixth back-game; because
if you had retaken his king’s bishop’s pawn with your King’s
bishop’s pawn, you had lost the game again.

t In retaking this pawn, you give an opening to your rook
upon his king, and this pawn serves likewise for a better guard to
your king; it stops also the of your ad AR SRUANEY

and though you have at present a pawn less, you have theeat ot
the game by the situation.
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20 W. The king at his queen’s knight’s square.

B. The queen at her bishop’s .fourth square.

21 W. The queen takes the queen.

B. The pawn retakes the queen.

22 W. The queen’s rook at its king’s square.

B. The king at his knight’s second square.

23 W, The king at his queen’s bishop’s second

B. The king.’a rook’s pawn one move.

24 W. The king’s rook at his knight’s .third

28 W.

30 W.

32 W.

square,
B. The knight at his king’s rook’s fowrth

square.

25 W. The attacked rook saves itselfat the queen’s

knight’s third square.

B. The queen’s knight’s pawn one move.
26 W. The queen’s pawn one , to make an
opening for your rook and bishop.
B. The pawn takes the pawn.

27 W. The king’s rook takes the pawn.

B. The queen’s rook at its queen’s square.
The queen’s rook at its queen’s square.

B. The knight at his king’s bishop’s third

square.

29 W. The king’s rook gives check.

B. The king at his rook’s square.

The bishop at the black queen’s fourth
square, to prevent the adversary’s pawns
advancing.

B. The knight takes the bishop.

31 W. The rook retakes the knight.

B. The king’s rook at its king’s bishop’
square. ]

The queen’s rook at its queen’s secont
square. . L,

B. Theking’s rook al toe wWitte King s by

fourth squaxe.
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3 W. The queen’s rook at its king’s second
square.
B. The queen’s pawn one move.
3¢ W. The pawn takes the pawn.
B. The queen’s rook takes the pawn.
35 W. The king’s rook at the black king’s second
square.
B. The king’s knight’s pawn one step ; if he
sustained the pawn, the game was lost
36 W. One of the two rooks takes the pawn.
B. The rook takes the rook.
37 W. The rook retakes the rook.
B. The rook gives check at the white king's
bishop’s second square.
38 W. The king at his queen’s bishop’s third
square.
B. The rook takes the pawn.
39 W. The rook’s pawn two steps.*
B. The king’s knight’s pawn one step.
40 W. The rook’s pawn one move.
B. The knight’s pawn one move.
41 W. The rook at its king’s square.
B. The knight’s pawn one move.
42 W. The rook at its king’s knight’s square.
B. The rook gives check.
43 W. The king at his queen’s bishop’s fourth
square.
B. The rook at the white king’s knight’s third
square.
44 W. The rook’s pawn one move.
B. The rook at its king’s knight’s second
square.

# If you had taken his pawn with your rook, instead of push-
ing this pawn, you had lost the game; because your king would
have prevented your rook from coming in time to stop the pas-
sage of his knight's pawn  This may be seen by piaying over e

‘same moves.

2 K2



B. The king at the white king
fourth square.
54 W. The pawn advances.
B. The rook takes the pawn, a
afterwards his king upon the
a drawn game, because his
cost your rook.

FIRST BACK-GAME.

Beginning at the third move of the quee:

3. W. The king’s pawn one move.
B. The king’s bishop’s pawn two s

* If he did not take your pawn, you must ha
and that would have given you the game.
t If, instead of taking his pawn, you had taken
had lost the game.
$ Moving of this pawn must convince you, ¥
better to push your Kings Pawn two steps, tec
structs the union of your king's and queensy
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4 'W. The king’s bishop takes the pawn.
B. The king’s pawn one move.
5 W. The king’s bishop's pawn one move.
B. The king’s knight at his bishop’s third
square.*
6 W. The queen’s knight at her bishop’s third
square.
B. The queen’s bishop’s pawn two steps.+
7W. The king’s knight at his king’s second
square.
B. The queen’s knight at her bishop’s third
square.
8 W. The king castles on his own side.
B. The king’s knight’s uiawn two steps.}
9 W. The queen’s pawn takes the pawn.§
B. The queen takes the queen.
10 W. The rook retakes the queen.
B. The king’s bishop takes the pawn.
11 W. The king’s knight at his queen’s fourth
square.
B. The king at his second square.
12 W. The queen’s knight at her rook’s fourth
square. -
B. The king’s bishop at his queen’s third
square.
13 W. The king’s knight takes the knight.

# He plays this knight to hinder your king’s and queen’s
‘pawns from assembling.

+ This is pushed again with the same design, to prevent the
centre pawns from uniting in front.

4 He plays this pawn to push that of his king's bishop upon
your king’s pawn in case of need, which would cause an entire
separation of your best pawns,

§ If, instead of taking this pawn, you had advanced your own,
the adversary would then have attacked your king’s bishop with
his queen’s knight, to compel you to give him check; and in
this case, he, playing his king at his bishop's tecond square, had

gained the move upon you, and a very good situation for gawe.
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B. The t:nwn retakes the knight.
14 W. The king’s bishop’s pawn one step.*

B. The king’s rook's pawn one step.
15 W, The queen’s bishop at his queen's second

square.

B. The knight at his queen’s fourth square.
16 W. The king’s knight's pawn one step.

B. The queen’s bishop at his queen’s sscond

square. .
17 W. The king at his bishop’s second square.
B. The tglelen’a bishop’s pawn one move.
18 W. The knight at his queen’s bishop’s thin
square.
B. The queen’s bishop at his third square.
19 W. The gnight takes the knight.
B. The pawn retakes the knight.
20 W. The ﬁng'a bishop at his king’s secom

square.
B. The queen’s roock at his king’s knight
square.
21 W. The queen’s bishop at his third square.
B. The king’s knight’s pawn takes the pawn
22 W. The bishop takes the rook.t
B. The pawn takes the king’s pawn, givin
check.
23 W. The king retakes the pawn.

* You advance this pawn to prevent your adversary fro
putting three pawns in front, which he would have done |
pushing only his king’s pawn.

+ If you had retaken his pawn with your knight’s pawn, '
would have pushed his queen’s pawn upon your bishop, &
afterwards would have entered your game with a check of 1
rook, sustained by his queen’s bishop ; and if you had taken t!
pawn with your king’s pawn, he might have done the ssm
which would have given him a very good game, because one
his pawns being then passed (that is to say, a pawn that can'

no more stopped but by pieces) Will infaliitiy coak w pess
hinder the making of a queen.
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B. The rook takes the bishop.
24 W. The king’s bishop at his third square.
B. The king at his third square.
25 W. The king’s rook at his queen’s second
square.
B. The queen’s gawn gives check.
26 W. The king at his bishop’s second square.
B. The queen’s bishop at the white king’s
fourth square.
27 W. The queen’s rook at its king’s square.
B. The king at his queen’s fourth square.
28 W. The king’s rook at its king’s second square.
B. The rook at its king’s square.
29 W. The king’s knight’s pawn one move.
B. The bishop takes the bishop.
30 W. The rook takes the rook.
B. The pawn takes the pawn.
31 W. The king’s rook’s pawn one move.
B. The queen’s bishop’s pawn one move.
32 W. The king’s rook at the black king’s rook’s
square.
B. The queen’s pawn one move.
33 W. The king at his third square.
B. The king’s bishop gives check at his queen’s
bishop's fourth square.
34 W. The king at his bishop’s fourth square,
having no other place.
B. The queen’s pawn one move, and wins the
game.*

# The loss of this game shows the strength of two bishops
against the rooks, particularly when the king is placed between
two pawns. But if, instead of employing your rooks to make
war against his pawns, you had on the thirty-first move played
your rook at the black queen’s square; on the thirty-second
move brought your other rook at your adversary’s king's eecond
square; and on the thirty-third move sacrificed your Sz xoce

for his king's bishop; you had made it a drawn gewme.
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SECOND BACK GAME.
Beginning at the third move of the Queen’s Gambi
3 W. The king's pawn two steps.
B. The queen’s knight's pawn two steps.
4 W. The queen’s rook’s pawn two steps.
B. The queen’s bishop’s pawn one step.
8 W. The queen’s knight’s pawn one step.
The gambit pawn takes the pawn.*
6 W. The rook’s pawn takes the pawn.
B. The queen’s bishop’s pawn takes the pa
7 W. The ‘finf'h:ctiuhop takes the pawn, !

gives
B. The bishop covers the check.
8 W. The queen takes the pawn.
B. The bishop takes the bishop.
9 W. The queen retakes the bishop, and g
check.
B. The queen covers the check.
10 W. The queen takes the queen.
B. The knight retakes the queen.
11 W. The king’s bishop’s pawn two steps.
B. The king’s pawn one move or step.
12 W. The king at his second square.
B. The king’s bishop’s pawn two steps.t
13 W. The king’s pawn one move.

# It is of the same consequence in the attack of the qu
gambit to separate the adversary’s pawns on that side, as it
the king's gambit to separate them on the king's side.

+ By pushing this pawn two steps, the adversary forces y«
push forward your king’s pawn, in order to cause your qu
pawn, now at the head, to be left behind and of no use.
observation in page 355.) Nevertheless you must play it;

strive afterwards, with the help of your ypiecm, to change
your queen’s pawn for his King's, and give u free prmage s
own king's pawn.
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B. The king’s knight at his king’s second

square.
14 W. The queen’s knight at his bishop’s third
square.
B. The king’s knight at his queen’s fourth
square.*
15 W. The knight takes the knight.
B. The pawn retakes the knight.
16 W. The queen’s bishop at her rook’s third
square.
B. The bishop takes the bishop.
17 W. The rook takes the bishop.
B. The king at his second square.
18 W. The king at his bishop’s third square.
B. The king’s rook at its queen’s knight’s
square,
19 W. The knight at his king’s second square.
B. The king at his third square.
20 W. The king’s rook at its queen’s rook’s
square.
B. The king’s rook at its queen’s knight’s
second square.
21 W. The queen’s rook gives check.
B. The knight covers the check.
22 W. The king’s rook at the black queen’s rook’s
fourth square.
B. The king’s knight’s pawn one move.
23 W. The knight at his queen’s bishop’s third
square.
B. The queen’s rook at its queen’s square.
24 W. The queen’s rook takes the rook’s pawn.
B. The rook takes the rook.

® In this present situation your adversary is forced to propose
the changing of knights, though by this move he separates his
pawns; because, if he had played any thing else, you would haxe.
taken his rook’s pawn, by playing only your kmight et (e Wads
queen’s knight’s fourth square.




B. The king’s rook’s pawn two move
9 W. The queen’s bishop at his kir
square.
B. The king castles on his queen’s &
10 W. The king at his queen’s bishoj
square.
B. The king’s bishop at his queer
fourth square.
11 W. The bishop takes the bishop.
B. The knight retakes the bishop.
12 W, The king’s knight at his bi
square.
B. The queen’s bishop’s pawn on

* By this back-game it appears that a pawr
from his fellows, will seldom or never d
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13W. The king’s knight at the black king’s
knight’s fourth square.
B. The queen’s knight’s pawn two steps.”
14 W. The ling’s bishop at his king’s second
square.
B. The king’s knight at his king’s second

square.
15 W. The knight takes the bishop.
B. The pawn retakes the knight.
16 W. The queen’s rook’s pawn two steps.
B. The queen’s knight at the white queen’s
knight’s third square.
17 W. The queen’s rook at its second square.
B. The queen’s rook’s pawn one step.
18 W. The queen’s rook’s pawn takes the pawn.
B. The queen’s rook’s pawn retakes the pawn.
19 W. The rook gives check.
B. The king at his queen’s knight’s second
square.
20 W. The rook takes the rook.
B, The rook retakes the rook.
21 W. The rook at his queen’s square.
B. The queen’s knight gives check at the
white queen’s fourth square.
22 W. The king at his queen’s knight’s square.
B. The king at his queen’s knight’s third
square.
23 W. The king’s knight’s pawn two steps.
B. The pawn takes the pawn.
24 W. The pawn retakes the pawn.
B. The queen’s bishop’s pawn one move.
25 W. The king’s knight’s pawn one move.
B. The knight at his queen’s bishop’s third
square. :
26 W. The bishop at his king’s knight’s fourth
square,
B. The queen’s knight’s pawn one move,
2L
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27 W. The knight at his king’s second
B. The king’s knight at his qm:uﬂ
fourth square.
98 W. The knight takes the knight.
B. The gawn retakes the knight.
29 W. The bishop takes the pawn.
B. The king at his queen’s bishop'

square.
30 W. The king’s bishop’s pawn one stej
. ueen’s pawn one move.
81 W. The king’s bishop’s pawn takes th
B. The knight at white queen’s
third square.
32 W. The pawn one move.
B. The rook at its queen’s rook’s &
give check-mate.
33 W, The rook takes the pawn.
B. The rook gives ch
34 W. The king has but one place.
B. The rook gives check-mate at its
bishop’s square.

FOURTH BACK-GAME.
Beginning at the seventh move of the Queen’

7 W. The king's bishop takes the gambi
B. The king’s bishop’s pawn takes th
8 W. The king’s bishop’s pawn retakes t
B. The king’s knight at the whil
knight’s fourth square.
9 W. The king’s knight at his rool
square.
B. The queen gives check.
10 W. The king at his queen’s second sq

® He takes this pawn, to make 2 queen wyon Los
knight's square, where his tishop suusins (e pas
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B. The king’s knight at the white king’s third
square.
11 W. The queen at her king’s second square.
B. The queen’s bishop at the white king’s
knight’s fourth square.
12 W. The queen at her third square.
B. The king’s knight takes the king's knight’s

pawn.
13 W. The king’s knight at his home.
B. The queen at the white king’s square giv-
ing check.
14 W. The king retires.
B. The king’s bishop takes the knight, and will
easily win the game.

FIFTH BACK-GAME.
At the eighth move of the Queen’s Gambit.

8 W. The rook retakes the bishop.
B. The (}:leen’s knight’s pawn two steps.
9 W. The knight at the black queen’s bishop’s
fourth square.
B. The king castles on his own side.
10 W. The queen’s rook’s pawn two moves.
B. The queen’s knight at her rook’s third
square,
11 W. The knight takes the knight.
B. The bishop retakes the knight.
12 W. The rook’s pawn takes the pawn.
B. The bishop retakes the pawn.
13 W. The queen’s knight’s pawn one move.
B. The king’s bishop’s pawn takes the pawn.
14 W. The queen’s knight’s pawn takes the pawn.
B. The bishop at his queen’s second square.
15 W. The queen’s bishop at the Wik ngs
knight’s fourth square.



B. The king’s rook’s pawn one move.
18 W. The king’s rook’s pawn two moves
B. The rook’s pawn takes the queen’
19 W. The pawn retakes the pawn.
B. The knight at his rook’s fourth squ
20 W. The bishop at the black king’s
third square.
B. The knight at the white king's
fourth square.
21 W. The queen at her bishop’s second ¢
B. The (Lnight takes the bishop to a
mate.
The queen’s retakes the knight.
The bishop at his king’s bishop’
square,
The queen gives check.
The king retires.
The king’s knight’s pawn one mov
The bishop takes the pawn.
The queen takes the bishop.
The queen at her king’s bishoj
square.
The queen’s rook at the black queer
third square.
. The queen takes the queen.

[ 33
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B. The rook’s pawn one move.
30 W. The rook takes the pawn.
B. The rook’s pawn one move.
31 W, The king’s rook at his queen’s rook’s
square.
B. The rook’s pawn one move.
31 W. The at its king’s third square.
B. Theking's rook at his bishop’s third square.
33 W. The king at his queen’s third square.
B. The rook gives check.
34 W, The king at his fourth square.
B. The rook takes the rook.
35 W. The king retakes the rook.
B. The rook at its queen’s rook’s third square.
36 W. The king at his queen’s fourth square.
B. The king at his bishop’s second square.
37 W. The king at his queen’s bishop’s third
square.
B. The rook gives check.
38 W.The king at his queen’s knight’s fourth
square,
B. The rook takes the pawn.
39 W. The rook takes the pawn.
B. The king at his second square.
40 W. The queen’s bishop’s pawn one step.
B. The king’s knight’s pawn two steps.
41 W, The rook at the black queen’s rook’s se-
cond square.
B. The king at his queen’s square.
42 W. The king at the black king’s knight’s fourth
square.
B. The knight’s pawn one move.
43 W. The king at the black queen’s bishop’s third
square.
B. The rook gives check.
44 W. The pawn covers the check.
B. The pawn takes the pawn.
2 L2 |
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45 W. The pawn retakes the pawn.
B. The king at his home.
46 W. Themokatﬁxeblukhng’lblght’nm

B.mrookatmthu:l:xuf.

47 W. The king at the queen's bishop’s
second square, and afterwards pushing
his pawn, will win the game.

SIXTH BACK-GAME.
Beginning at the tenth move of the Queen’s Ganbil.

10 W. 'l‘hekmg’:bnhopspuwnukesthcpn
B. The knight takes the king’s )
11W Thekmghtrehkuthekmg

12W The (Lught at his hng’l knight's third

B. The queen s bishop at the white king’s
knight’s fourth square.
13 W. The kmga bishop at his king’s second
square.*®
B. The queen takes the rook’s pawn.
14 W. The king’s rook at his bishop’s square.{
B. The geen takes the knight and gives
che
15 W. The king at his queen’s second square.
B. The queen’s knight at his queen’s second
square.
16 W. The rook takes the rook.t

* Any thing you could have played could not save a piece.

t If, instead of playing your rook, you had played your king,
the adversary had won sooner, by only playing his rook at your
king's bishop’s second square.

$ If you had taken his bishop, he would have given you check
with his queen at your queen’s third square, and mate by taking

your rook the following move.

o AU
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B. The rook retakes the rook.
17 W. The queen at her king’s square.
B. The rook at the white king’s bishop’s se-
cond square, and wins the game.

PHILIDOR’S LEGACY.
{

SITUATION OF THE PIECES, WHITE HAVING THE
MOVE.

White. Black.

King on queen’s knight
square.

Queen on her bishop’s
third square.

Queen’s rook’s pawn on
its own square.

Queen’s knight’s pawn
on its own square.

Queen’s bishop’s pawn
on its own square.

Knight on adversary’s
king’s knight’s fourth
square.

King on his rook’s
square.

Queen’s rook on its own
square.

King’s rook on king’s
knight’s third square.

King’s rook’s pawn on
its own square.

King’s knight’s pawn on
its own square.

W. Knight to adversary’s king’s bishop’s second

square checking.

B. King to his knight’s square.

'W. Knight to adversary’s king’s.rook’s thirdsquare,
giving double check.

B. King to his rook’s square.

W. Queen to adversary’s queen’s knight’s square

checking.

B. Queen’s rook takes adversary’s queen.
W. Knight to adversary’s king’s bishop’s second
square, giving check mate.
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The first game of the match between the Londm
and Edinburgh Chess Clubs.

White.
LONDON.
two squares.

K. P.
K. Kt. to K. B. third

[N
@

quare.
Q. P. two squares.
K. B. to Q. B. fourth

W

quare.

Q. B. P. one square.

K. castles.

Q. Kt. takes P.

Q. Kt. to adv. Q.

fourth square.

Q. Kt.P.twosquares.

Q. Kt. takes Kt.

K. Kt. to adv. K. Kt.

fourth square.

12 Q. B. to Q. Kt. se-
cond square.

13 Q. to Q. Kt. third
square.

14 K. Kt. takes K. B. P.

15 Q. takes K. B.

16 K. B. P.two squares.

17 Q. takes Kt.

18 Q. to Q. B. third
square,

19 K. B. P. one square.

20 K. R. to K. B. fourth
square.

21 K. P. one square.

22 Q. takes P.

23 Q. R. to K. square.

24 K. B. P. one square.

5
6
7
8

9
10
11

Black.
EDINBURGH.
1 K. P. two squares.
2 Q. Kt. to Q. B. thind
square.
3 K. P. takes P.
4 K. B. to Q. B.fourth
square. )
Q. to K. second
square.
P. takes P.
Q. P. one square.
Q. to her second
square.
Q. Kt. takes P.
K. B. takes Kt.
11 K. Kt. to K. R. third
square.
12 K. to K. B. square.
13 Q.to K.secondsquare.
14 K. Kt. takes Kt.
15 K. Kt. to K. fourth
square.
16 Kt. takes K. B.
17 Q. to K. B. second
square.
18 Q. B. to K. third
square.
19 Q. B. to adv. Q. B.
fourth square.
20 Q. Kt.P. twosquares.
21 P. takes P.
22 K. R.. P, one square.
2K R0 KRR,

5
6
7
8
9
10

25 K. R. to adv. K. B\ 24 K. KL two sopares.

fourth square.

25 Q. R PLATwo sopeee
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White.
LONDON.
26Q.toadv. Q. B. fourth
square, checking.
27 K. R. takes P. check.
3 Q. takes P. checking.
29B. to Q. fourth square.
30Q. to adv. Q.B. fourth
square, checkiung.
31 Q. to adv. K. Kt.
fourth square, check.
32 Q. B. checks.
33Q. to ad. Q. fourth sq.
34 Q. to adv. Q. Kt. two
uares.
35 K. B. P. ch ecks
36 R. to K. B. square,
checking.
37 Q.toK.fourth square,
checking.
38 Q. toadv. K. square,
checking.
39 Q. to adv. K. Kt.
square, checking.
40 K. Kt. P. two squares.
41 Q. takes Q. R.
42 K. to K. R. square.
43 B. to Q. R. third sq.
44 Q. to adv. Q. B. third
square.
45 Q. takes Q. Kt. P.
46 K. to K. Kt. square.
47 Q.toQ. Kt.second sq.
48 Q.toK.Kt. second sq.
49 K. takes Q.
50 K. takes B.
51 B to ad. K. second sq.

Black.
EDINBURGH.
26 K. to K. Kt. square.
27 P. takes P.
28 K. to K. B. square.
29 B. to K. third square.
30 K. to K. Kt. square.
31 K. to K. B. square.
32 K. to his square.
33 Q. R. to its third
square.
34 Q. to K. R. fourth
square.
35 K. takes P.
36 K. to Kt.third square.
37 B. interposes.
38 R. interposes.
39 K. to K. B. third sq.
40 Q. R. to its square.
41 Q. takes P. checking.
42 R. to Q. second sq.
43 K. to K. B. second
square.
44 R. to adv. Q. square.
45 Q. to adv. K. fourth
square, checking.
46 K. to K. Kt. third sq.
47 Q. to adv. K. Kt.
fourth sq., checking.
48 Q. takes Q. checking.
49 B. to adv. K. R. third
square, checking.
50 R. takes R.
51 Q. R. P. one square.
52 R. to K. B. fourth
square.

52 Q. R. P. one square.

White resigned the gome.
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MR. HOYLE’S CHESS LECTURES.

TO MAKE A DRAWN GANE, HAVING YOUR KIX¢
ONLY AGAINST A KING AND A PAWN.

If your king, having the move, be opposite to
your adversary’s king, one asquare only betwe
them, in that case always play your king in mc
a manner as to keep his king opposite to
and it must be a drawn game ; bat, if he
by endeavouring to win, he must lose by
mate, in drawing you upon the last square.

1

i}

TO GAIN THE MOVE WITH AN EQUAL NUMBEA O |
PAWNS, AND NO PIECE.

SupposE your adversary and you have esch
four pawns left, two upon each side of the board;
and that your king is at liberty to attack his ad-
versary’s pawns upon one side ; by reckoning how
many moves it will take your king to
capture those two pawns, and adding the number
of moves, which will be necessary for you to
make a queen with ope of yours, you will out
the exact number of moves, before you can make
a queen. Take the like method with your adver-
sary’s game, and you will perceive who has gained
the move.

This is so neces| a part of the game, thatif
A understand it, and B do not, B has little chance
to win.

There are four Zouses, or squares, to win, and
also four not to Win a game, with Qoe Wing, wd
queen against a king and pawn only.
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FIBRST SITUATION FOR NOT WINNING.

White king on the black queen’s rook’s square.

White pawn on the black queen’s rook’s second

square.

Black queen in the white queen’s place.

Black king in the white king’s place.

Black is to play.

SECOND SITUATION FOR NOT WINNING.
White king in the black queen’s knight’s place.
White pawn in the black queen’s bishop’s se-

cond square.

Black queen in the white queen’s place.

Black king in the white king’s place.

Black s to play.

Place the pieces on the other side of the board,
in the same situation, it will make a drawn game,
or else the pawn and king must win by stale-
mate.

‘White should observe not to guard the pawn,
unless it may be taken by giving check at the
same time, by which means the black king can
never gain a move, and the black queen cannot
take the pawn without giving stale-mate.

SITUATICN FOR WINNING.

‘Warre king in the black king’s rook’s square.

‘White pawn in the black king’s knight’s second

square.

Black king in the white king’s square. -

Black queen in the white queen’s square.

Black is to play.

The black queen gives check in her rook’s fourth
square, by which she gains a move for her king;
and, as often as she forces the white Xing ' wo
behind his pawn, she gives a move to Yiex Xng.
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DRAUGHTSE

INTRODUCTION.

1. Tur draught-table, of which {
an accurate representation, must
an upper white corner towards the

2. The table being properly pl
the white squares in order from 1

3. The men are black and white, (
pieces, similar to those used at Pac
black pieces are supposed to be p
first twelve, and the white on the la
squares, in all the following games

4. Each player alternately mo'
men forwards, at a right angle, to
square; and when the man is mo
adjoining to an enemy, and anoth
angularly behind the man so mo
pied at that time, or afterwards be
the foe is displaced, then the ma
left ungarded must be captured by

- whose man consequently leaps ove
square, and the prisoner is taken
The same practice is immediately t
in case the man effecting a captur
situated angularly {ronting an ew
behind. This may be best W
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ple ; as for instance, in the first game black com-
mences by moving from the 11th square to the
15th; then white moves from 22 to 18, by which
his man is liable to be taken by the adversary
black, who leaps from 15 to 22, and in his turn is
ensnared by white, whose man leaps from 25 to
18 ; and had it so happened, that one of the black
was placed on 14, and No. 9 unoccupied, white
could then take that man also; and moreover, if
black had besides a man on 6, and No. 2 open,
white must’ likewise both take that, and make a
king besides ; for when any man gets onwards to
the last row on the end of the board opposite to
that from whence his colour started, then he be-
comes a king, and is crowned by placing one of the
captives upon him, and he thereby obtains the
privilege of moving and taking either backwards
or forwards in an angylar direction.

5. When any player neglects to capture the an-
tagonist, he then is said to stand the Auff. For
Which see the fourth law at page 401.

6. For the playing of any move required, the
Dumbers may be written upon the board itself,
Mear a corner of each square, so as to be easily

&gen when the men are placed. Or a tablemay be
Qrawn upon paper or card, and the squares num-
WBered, as in the following figure, and such a table
“will be a ready guide to any move directed.

2M



308 DRAUGHTS.

Draught Tabls.

OBSERVATIONS ON THE GAME OF DRAUGHTS.

The learner should select a few games for prac-
tice, and become master of such variations as can
be made from them ; and in respect to any games
he may wish to reverse, let the following instruc-
tions be attended to. Write down those figures
required to make the numbers played from and to
exactly 33, as in the example shewn in page 399.
The game is begun by black moving from 11 to 15;
and as 22 added to 11, and 18 to 15, each form 33,
set down 22, 18; which, in reversing the game,
must be white’s first move. By acting in a similar
manner with every succeeding move,he gamewi\

be completely reversed.

\

|

ry

pupee PO e
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ExaMPLE. REVERSED.
Colour. Colour.
B w
W B
B W
W B
B w
w B
B w
w B
B w
W B
B w
w B
B w
W B
B w
W B
B w
Black wins. ‘White

ing the move is a decided advantage even
. skilful opponent in particular cases, and

possessing that situation on the board
will eventually enable you to drive your
ary into a confined position, and thereby
secure the last move to yourself ; but where
aen are in a confined state, the move would
ly be of no service to you, but might cause
88 of the game. Number the men and
s: and if one of them prove even, and the
»dd, you have got the move : when both are
or both odd, you have not the move; exem-
in this critical situation, in which white is
7 first.

Wbite{ 'gg

19
28 } ‘Black,
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and has not got the move, should en
tain the same by giving man for ma
shorter method to determine who ]
for instance, if white should wish to
any one particular man of his has
any other particular man of black; le
the situations of both, and if the
square on the right angle under t|
white has the move; that is, suppc
play, and his man is at 30, when bla
right angle is then in the black s
under 3, between 31 and 32, ther
that time has the move. This rule
in regard to any number of men, a
whatsoever.

No advantage is derived from beil
for as the men and squares are tl
he cannot have the move; and tho
player has it, it is of no use to him i
the game: while the combatants
man, the move will alternately be
the first player will obtain it at odd
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LAWS OF THE GAME OF DRAUGHTS.

1. The first move of every game must be taken
alternately by each player, whether the last be
won or drawn.

2. Pointing over the board, or using any action
to interrupt the adversary in having a full view of
the men, is not to be allowed.

3. The men may be properly arranged in any
part of the game; and after tiey are so placed,
whichever player touches a man, must play him
somewhere ; but if the man have been so moved
as to be visibly over the angle separating the
squares the party is playing from and Zo, that
move must be completed.

4. In case of standing the kuff, it is optional
with the opponent either to take the man, or in-
;i:tg that the antagonist take his, so omitted by the

5. If either party, when it is his turn to move,
hesitate above three minutes, the other may call
upon him to play; and if, after that, he delay
above five minutes longer, then he loses the game.

6. During a game; neither party must quit the
room without the other’s consent, and a third per-
son should decide the time to be allowed for his
absence; and if thought necessary, accompany him.

7. When the draws are given to an inferior
player, the game must be played to a more ad-
vanced state than as exemplified in this book ;
and when the situations become so equal that no
advantage can be gained, then he who gives the
draws, shall either force the other out of his strong
position, or be adjudged to have lost the game.

N.B. In playing the losing game, either player
can insist upon his opponent taking all the men
he has to lose.

2m2 Jn
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. I

N.B. White loses by the 12 move of the game
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DRAUGHTS—Game II.
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Ta1s beautiful and scientific game is compars-
tively but little known in this country, although
it may be fairly questioned if it does not afford as
wide a field for brilliant combination as chess
itself.

It is played upon a board containing 100 squares,
the number of pieces are 40, the mechanism of
which, and the march of the game, will be soon
understood by perusing the following treatise :—
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only cannot repass over a square it ha
but on the contrary must halt upon the
which it has passed, and upon whic
pawa or a queen which forms a part ¢
may be taken, if this pawn or this que
ther behind it, although there may
several pieces that it might take; a
more, this pawn or the queen placed
pawn or the queen which ought to t:
right to take this pawn or queen if

The following example will illustrate c

White has a pawn upon 27, 32,
and a queen at 43.

Black has a pawn at 3, 4, 9, an
queen at 10 and 13.

Black queen at 13 can take 4, an
to place herself at 28, because she is
the pawn 32, which she cannot take

laced herself so that the white pawn
is behind her, takes her and two other
goes to queen at 5. .
9. The following are the circumst
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capture the queens or the queen, as the last-
ioned piece i8 more valuable than.a pawn.
ever, when on one side you can take three
s, and on the other a queen and a pawn, or
two queens, you must capture the former, as
exceed the latter in number.
When a pawn reaches one of the squares
which it is crowned, he must do so by a
whick terminates there, for on reaching it,
d there be an adversary’s piece en prise, he is
ad to take it, and continue still a pawn.
. A queen differs from a pawn not only ny
arch, but also in its mode of capturing. It
s in its march from the pawn in this, that
he bishop at chess it may move from one ex-
ity of the board to the other, if the space be
, that is, when on the line there are none of
'wn pieces or of the adversary’s which are not
+ise. It differs again from the pawn in its
1er of capturing, because, in doing so, it may
rse several squares at once, provided they are
:y,s0 that it may turn to the right or the left,
sw;,eg round the board.
. en two equal players at the end of a
: are left, one with three queens, and the other
ouly one, but which occupies the great cen-
line, if is @ drawn game. However, when the
le queen does not occupy the central line,
» are sever always of winning; but as they are
forced, and as the game must have an end,
player having the three queens cannot oblige
adversary to play more than twenty moves,
the latter cannot refuse. If the player having
three queens gives an advantage, he can only
and twenty coups; but if the advantage con-
in drawing the game, then hie is RWowWA
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twenty-five coups; after which
if his adversary still preserves hi

13. In a game, the number o
are limited, you cannot exceed
pretence that the coup which ex
tional number is a necessary cc
one preceding it. In such a casc
when the last coup of the numb
played. The following example
position :—

Suppose the player having
queens occupies the squares 13,
the adversary’s single black qu
position, there have been ninet
and it is now the turn of the v
commence the twentieth coup;
queen at 13 ; black takes her, at
3, and thus terminates the twe
game is now over, although by
white must have won the game
queen at 41 ; but then it would '
number of coups agreed upon.
complete until each player has
when the first player plays for t!
the twentieth coup is not cor
last player has played the same

14. When at the end of a g
has only one queen offers his a
a queen and two pawns, or t
queen, to crown the two pawns
order to count the number of
above, the latter must accept
first may draw the game.

15. When a player makes a
adversary has the option ot we
Playing an adversary's pawn,’
a fault.
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16. A game must be played out, or it is lost
for him who leaves off without the consent of his
adversary.

17. On playing for money, the money must be
staked every game ; the same rule applies to bets.
. 18. If when money is played for, a looker on
should give even indirectly advice to one of the

Elayers which should decide the game, then for
is indiscretion he ought to pay the amount of
the stakes and the bets lost in consequence. How-
ever, whether in playing for money or not, look-~
s on ought to observe the strictest silence; -
should any dispute arise, it must be referred to
such of the spectators who have not betted on the
result, and their decision ought to be final.

19. When a player gives an advantage, both
players must play three or four games, or the
tomber in ratio to the advantage given, and in
tiving the revenge an equal number must be
played.

OBSERVATIONS UPON DRAWING THE GAME.

‘When one of the players is reduced to one
jueen and the other to three, there is no forced
oap by which the latter can win. Between equal
slayers the game will therefore be a drawn one;
yut between two unequal players the .result is
lifferent, for though there i1s no forced coup by
vhich the three may win, there are several into
which his adversary may fall, if unacquainted with
hem. We shall, therefore, point out the coups
ind positions he ought to avoid. We have al-
eady stated that the number of coups to be
dlayed in this case are twenty; I\ \s,Xoevefore,
ecessary to avoid the ambuscedes wWwidh oy

2 N
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be laid for you in these twenty
not difficult, as the player v
queens, has only seven coups
win, and he has scarcely tin
within the prescribed number
If the player who has only
the diagonal line which exten
draw the game he has only 1
from one extremity of this lin
less he should perceive that h
paring the only coup by whi
game—it is as follows :—
The white queen is upon 4
queens upon 13, 16, and 27.
If the white queen who has
the opposite extremity of the
squares 10 or 14, it is evident
game, because the adversary, b
his queens, would capture h
nothing is more easy than {
similar coup, it is only requis
sition below the coup of the
side it may be arranged; fo
white queen has four square:
this will serve as a guide in
But when the central line i
player who has the three qu
different ; there are then seve
coups by which he may win tt
First coup.—The three white
squares 46, 37, and 27, and th
White sacrifice two at 22 :
the same ambuscade may be l¢
but it is so apparent that it is
Second coup.—The Yavee
squares 19, 27, and 37, and
White sacrifices two =X ¢
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whatever side he may take; for if in taking he
does not go to the bottom, that is to 46 and 5, he
will be recaptured, and if he goes to either ex-
tremity of the line, white, by retiring to the other,
prevents his moving without being taken.

Third coup.—White occupy 18, 26, and 28;
black 20; white from 18 to 9; black takes and
goes to 3 ; white then exchanges one for one by
moving from 28 to 17.

Fourth coup.—White occupy 10, 36, and 37;
black 29 ; white sacrifices at 42 and then moves
to 15, by which means the black queen is blocked
up, and cannot move without being captured.

Fifth coup.—White occupy 1, 35, and 49;
black 17; white sacrifices a queen at 44, and
moves his queen from 1 to 6; the black queen,
which was obliged to take and to occupy 50, can
then only move to 45; when white moves his
queen from 6 to 1, and wins the game.

Sizth coup.—White occupy 9, 28, and 35;
black 21; white from 9 to 25, which decides the
game, because on whatever side the hlack queen
be placed to avoid being taken or giving one for
one, she must move upon either 26, 12, 38, 27,
or 16, by which the game is equally lost.

Seventh coup.—White upon 7, 35, and 37;
Black 43. White from 37 to 48, which decides
the game; for there is no other square upon which
black can be placed without losing, as may be easily

seen.

Remark.—If towards the end of a game you
have a queen and a pawn against three queens,
sacrifice your pawn without hesitation, as the
game is more easily defended with a single queen.




412 POLISH DRAUGHTS.

ILLUSTRATIONS OF THE TERM TO LOSE THE
OR THE POSITION.
White at 23, 33, 42, 47, and 49.
Black at 4, 12, 36, 41.

Black. W hite.
41 to 46 23 to 18
12 to 23 33 to 28
23 to 32 42 to 37
32 to 41 49 to 43

4t 9 43 to 39

9 to 14 38 to 33
14 to 20 33 to 29
20 to 25 29 to 24

Black can now no longer play without!l
because the white have the coup.

ILLUSTRATIONS OF VARIOUS DIFFICULT €
NATIONS AT POLISH DRAUGHTS.
No. 1.
Whites at 17, 22, 23, 27, 31, 33, 36, 37,¢
44, 50.
Blacks at 1, 5, 6, 7, 8, 9, 10, 13, 20, 25,¢

Whites. Blacks.
23 to 19 13 to 24
33 to 29 24 to 42
37 to 48 26 to 37
17 to 11 6 to 28
36 to 31 37 to 26
27 to 21 26 to 17
40 to 34 30 to 39
44 to 24 Lost.

No. 2.—15 ¢o 15.
Whites at 25, 26, 27, 28, 30, 3,32,
37, 40, 41, 45, 48.
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ksat6,7,8,9, 11, 13, 14, 15, 16, 17, 18,
, 23, 24.
ost brilliant and complicated coup.

W hites. - Blacks.

25 to 20 14 to 34

40 to 20 15 to 24

35 to 30 24 to 35

45 to 40 35 to 44

33 to 29 23 to 34

28 to 22 17 to 28

32 to 1 queen 21 to 32 -
1 to 27 Lost.

No. 3.—13 t0 13.
tes at 28, 30, 32, 33, 34, 36, 37, 38, 39, 43,
, 49.
ksat2,3,5,7,8,9,12,13,15, 16,18, 25, 26.
i coup is a good study for beginners.

W hites. Blacks.
34 to 39 25 to 23
28 to 19 13 to 24
37 to 31 26 to 28
33 to 4 Lost.

No 4.—14 to 14.
tes at 27, 28, 32, 37, 38, 39, 40, 42, 43, 44,
, 48, 49,
ks at 2, 5,7, 9, 10, 11, 12, 13, 14, 15, 16,
, 29.

Whites. Blacks.
39 to 40 13 to 18
34 to 23 29 to 18
28 to 23 18 to 29
37 to 31 26 to 28
27 to 21 16 to 27
38 to 32 23 ‘o
42-to 4 Lost.

2% 2
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There is nothing extraordinary in the
but it shows how a game may be uvedm
dicious sacrifice of a pawn. Good playens
estimate justly the value of a voluntary saci
bad players, on the contrary, found their ca
tions upon numbers.

No 5.—15 to 15.

Whites at 14, 24, 25, 30, 33, 33, 35, 37,3
43, 46, 47, 48, 49.

Blacks at 1, 3, 4, 5, 6, 7,8,11, 15,16,
23, 26, 27.

Very complicated.
Whites. Blacks.
14 to 10 5 to 14
24 to 20 15 to 24 .
30 to 10 4 to 15
33 to 29 23 to 34
37 to 31 26 to 28
38 to 32 27 to 38
42 to 2 Lost.

No. 6.—11 fo 11.

Whites at 25, 29, 30, 34, 35, 36, 38,40, ¢
49.

Blacks at 3, 7, 10, 14, 15, 17, 18, 19, 2
26

1\ beautiful combination.

W hites. Blacks.
36 to 31 26 to 37
38 to 32 37 to 28
29 to 34 20 to 29
30 to 24 19 to 39
40 to 34 AV W W

35 to 2 Losk.
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SEVERAL ENDS OF GAMES.

ExaMPLE 1.

3 at 30, queen, 15, 20, 35.

at 4, 37, queen.

acks are to play.

a most delicate position : the loss or the
of the game depends on the manuer the
tes the first move—if well made, and that
:are to avoid the only one that can make
the game will be drawn. If he should
queen to 46, which is the safest house
. with 41, 32, 28, and 23, he would lose;
to be played either to 10, or 5, and let
| placing her below the white queen when
0, and then it is impossible for the white

‘ecution, shewing how it may be lost.

te. Blacks.
6 eeceeaseersecesees 30 at 24,
secesessssceescesass LOSE.

ir to 23, 28, 32,
liceeesesseeceeeee Then to 15 to 10.
teswiththepawn Retire the queen upon

The result is evident.

ExaMpLE 2.
ing coup of 8 whites and 8 blucks, each
g aqueen. The whites have the move.
at 4, queen, 7, 13, 18, 21, 24.
at 15, 25, 28, 31, 32, 38, 48, queen.




Whites. VBlackc.

30 to 24 37 to 48
23 to 19 48 to 30
29 to 23 18 to 20
35 to 4queen| 13 to 24
4 to 36 v Lost. ,

The above will be found instructive ; th
sition of the coup is, white 43 to 42, an
32 to 37 ; a skilful hit on the part of the

ExaMPLE 4.
Position of 12 black and 12 white.

Black at 2, 4, 8,9,10,13,14,\1,\8,19
Whites at 24, 25)?‘7 > 3“t%\'“‘3§‘§
46, 49.
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W hites. Blacks.
25 to 20 14 to 25
27 to 21 17 to 26
34 to 29 25 to 41
36 to 47 26 to 37
47 to 41 19 to 30

41 to 5 queen 30 to 35

st for the black. The pawn at 49 must be
:d to 44, and the next move, the queen, from
28. If the black pawn is played from 22 to 27,
game is lost without resource
he disposition of the coup is, the white pawn
£3 played to 38, and the black from: 23 to 28.
2at nic